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Do you know what you're getting into? You've heard the stories of EverQuest players spending hours upon 
hours online. What's the big deal? You're about to find out. 

EverQuest is a massively multiplayer game, with more players joining every day. Thousands of players 
gather daily on each server to experience the world of EverQuest. It is a world full of creatures, wonders, and 
dangers. It is also an ever-changing world. There is so much to EverQuest that it can daunt the beginner. 

This handbook guides through your first steps on Norrath. Our intent is to give you enough information 


that you can begin to explore Norrath on your own. The fun and excitement of the game are in the discovery. 
We will hold your hand as you plunge through the first 10 levels or so. Beyond that, the world is yours to 
discover. Quest on! 


This book is intended for beginners only. There is much more to EverQuest than is covered within these pages. This guide only provides 
information useful for players level 10 and below. 

Begin your journey into EverQuest by reviewing the "EverQuest Ground Rules." This section presents some rules and guidelines for 
behavior on The Station" servers. EverQuest is, after all, a community with standards and expectations. 

Next, it's time to create a character. "Your Character" is the best place to begin. This section breaks down the classes and races. You'll 
learn each character's strengths and weaknesses and be able to make informed choices in creating your character, your EverQuest persona. 

Once your character is created, turn to "Diving In." This section introduces you to everything you need to know about life and death in 
EverQuest. Learn how to set up your keys, fight a battle, and control your pet. Also covering quests, etiquette, and player guilds, this 
section builds the framework of your EverQuest knowledge. 

Finally, check out the appendices for handy references to vital information. You'll find a "Jargon Glossary," and "Emotes" and 
“Commands” lists. Magic lovers 
will benefit from "Spells" and 
"Bard Spells," which detail the 
first 10 levels of spells—over 
150 of them! And don't forget 
the "Maps"—the last appendix 
includes over 45 maps to help 
you get around Norrath. 

So what are you waiting for? 

4 Let's get started! 


Chapter Three EverQuest (ir 


EverQuest GROUND RULES 


So you're anxious to get started? Before you take the plunge, there are a few things you should know. To the beginning player, the world 
of EverQuest can be like a foreign country. It has its own language (see "Jargon Glossary") and its own laws. Before you jump into the 
world of EverQuest, review the following rules. 


Why Play Nice Policies? EverQuest has its own society. As a member of that society, you must follow guidelines of acceptable and 
unacceptable behavior. These guidelines ensure that each EverQuest player gets as much out of the game as possible, without detracting 
from the gaming experience of others. 

The following policies are taken from the EverQuest “Rules of Conduct,” found on the official EverQuest website. For the latest version, 
check http://everquest.station.sony.com/support/policies. 


KILL STEALING 


You may not steal kills. 


Kill stealing is the killing of an NPC that is already fighting or pursuing another player or group without first obtaining that group's 
permission. 

The intent of this rule is to discourage and make note of habitual kill stealers, not to punish those who try to work together or those 
who make an honest mistake. Its enforcement by the EverQuest Customer Service Staff will reflect this philosophy. 


NINJALOOTING 


You may not Ninjaloot. 


Ninjalooting is taking special equipment from a fallen creature without obtaining the permission of those who killed the creature if they 
are in attendance. 

The purpose of this rule is to stop those who stand near creatures carrying special items in an attempt to loot those items before the 
rightful owner can loot them. 


CONTESTED SPAWNS 


You must comply with arbitration for contested spawns. 


Sometimes two or more groups wish to kill the same thing. In these cases, 
the groups are required to compromise. If an equitable compromise cannot 
be reached between the players prior to EverQuest Customer Service Staff 
involvement, the EQCSR will mandate a binding compromise. Refusing to 
abide by a compromise mandated by an EQCSR is considered disruption. It is 
best that the groups reach a compromise prior to involving an EQCSR, who may mandate a compromise that does not suit you as well as a 
player-devised compromise would. 
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FOUL LANGUAGE 


Foul language is not permitted, in any language. 
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Excessive use of foul language in an inappropriate context, including swear words, real-world racial slurs, and other language that is not 
consistent with the fantasy environment and designed to hurt, is considered a disruption. The existence of the filter (/filter) is nota 
license to be profane. 


HARASSMENT 
You may not harass other players. 


Harassment is specifically targeting another player or group of players to harm or inconvenience them. Harassment can take many forms, 
because it is determined by the state of mind of the person or party on the receiving end of the action. However, to account for those who 
are excessively thin-skinned, the EQCSR involved determines whether the average person would feel harassed, and acts accordingly. Also 

see “Abuse.” 


ZONE/AREA DISRUPTION 


You may not disrupt the normal playability of a zone or area. 


Zone/Area Disruption is any activity designed to harm or inconvenience a number of groups rather than a specific player or group of 
players. Examples of Zone/Area Disruption are: 


* Monopolizing the kills in an area 

* Deliberately blocking a doorway or narrow area so other players cannot get past 

* Refusing to cooperate with the other parties at a contested spawn site after an EQCSR instructs you to do so 
* Making excessive and inappropriate use of zone-wide communications (/shout, /ooc, /auction) 


REPORTS OF FRAUD 


You may not defraud other players. 


Fraud in any transaction between players results in disciplinary action when confirmed by an internal EQCSR. Fraud is falsely 
representing one's intentions to make a gain at another's expense. Examples of fraud are: 


* Offering to drag the corpse of another player to safety, but instead hiding it deeper in the dungeon 
* Using flaws in a secure trade window to deprive someone of their items 


GUILDS 


You may not operate a guild that habitually violates these rules. 


Disciplinary issues involving guilds are addressed on a broader scale. Guilds whose members habitually violate any of the Rules of 
Conduct or Play Nice Policies may be disbanded. In addition, monopolizing numerous spawn areas with the intent to exclude other 
players is not permitted. Guild monopolies investigated and verified by an internal EQCSR will result in disbandment. 
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TRAINING NPCS 


You may not intentionally cause experience loss to another player, such as by "training" them. 


“Training” is luring or pulling an NPC behind you in an attempt to get it to attack a player who does not desire that engagement. When 
witnessed by an EQCSR, the intentional training of NPCs results in immediate disciplinary action. Accidents often cause unintentional 
trains, and the EQCSR closely scrutinizes each report of this activity. 


ABUSE 


You may not abuse other players, customer service representatives, or the game system. 


Though some of these actions are covered in part by other rules, they deserve to be repeated. The following things are considered abuse: 
* Hate Mongering—Participation in or propagation of hate literature, behavior, or propaganda related to real-world characteristics 
* Sexual Abuse or Harassment—Untoward and unwelcome advances of a graphic and sexual nature, including virtual rape, overt sexual overtures, 


and stalking of a sexual nature 

* Attempting to Defraud a Customer Service Representative—Petitioning with false information with the intent to receive benefits; including 
reporting bug deaths, experience or item loss, or accusing other players of wrongdoing without basis 

* Impersonating a Customer Service Representative—Falsely representing yourself to another player as a Guide or a Verant Interactive employee 

* Customer Service Personnel Abuse—Sending excessive /te11s to a CSR, excessively using /s@y or other channels to communicate with a 
CSR, making physical threats, or using abusive language against a CSR 

* Using Threats of Retribution by GM Friends—Attempting to convince another player that they have no recourse in a disagreement because 
favoritism is shown to one of the parties by Verant Interactive or Guide staff 


ROLEPLAYING 


Roleplaying” does not grant license to violate these rules. 


Though EverQuest is a role-playing game, the claim of “roleplay” is an unacceptable defense for any of the anti-social behaviors mentioned 
above. For example: 


* You are in no case (PvP or otherwise) allowed to "train" a guard onto an enemy to protect your homeland. 


The PvP servers are a special case for many of the policies listed here. When you decide to play on a PvP server, you agree to play on a 
server where compromise is decided on the basis of who has the power to kill whom. 

By the same token, the players on those servers are expected to resolve problems with PvP combat whenever possible. The EverQuest 
Customer Service Staff will decline to intervene in cases where a PvP alternative exists, such as at disputed spawns where the parties 


involved have the ability to attack each other. 
Although the PvP environment does eliminate a few of the problems experienced on normal servers, there are some PvP-specific problems. 
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CAUSING EXPERIENCE LOSS 


Intentionally causing experience loss to other players in the PvP environment is illegal in all cases and results in a warning when 
witnessed by an EQCSR. This includes intentionally training NPCs, and purposefully allowing an NPC to get the final blow in combat. In 
cases where the experience loss is unintentional, the EQCSR will not act unless a player earns a reputation of causing experience loss. 

Much like the kill stealing rule on normal servers, this rule is designed to discourage and make note of players who habitually cause 
experience loss, thus betraying the spirit of PvP. The EQCSR will not provide a resurrection for someone who has caused experience loss in 
PvP, intentionally or otherwise. This is one of the dangers of playing on a PvP server. 


BIND POINT/CORPSE CAMPING 


Killing players over and over again at their bind points or while they are retrieving their corpses is illegal, and results in a warning when 
witnessed by an EQCSR. You must give players a reasonable amount of time to recover their corpses and leave the area before you attack again. 
Additionally, the person recovering the corpse is expected to promptly do so and retreat to safety. Sitting next to your corpse and daring 
someone to attack you so that you can petition them is bad form, and results in a warning if witnessed by an EQCSR. 
The EQCSR in attendance decides what is reasonable in these cases. It is highly recommended that the involved players make equitable 
arrangements prior to involving the EverQuest Customer Service Staff. 


THE SULLON ZEK SERVER (DEITY BASED TEAM PVP) 


The Sullon Zek server is a new server with a new rule set. The rules for this server are very different than those on any other EverQuest 
server. In general, the server is based on the concept of a PvP teams server, like Tallon and Vallon Zek, but with the teams chosen based 
on which god the character worships rather than the race of the character. See the Sullon Zek PvP Rules on the official EverQuest website 
at http://everquest. station. sony.com/guidebook/sullonzek.jsp. 


This section will be updated online as new information becomes available. See the “GM/Guide Program FAQ,” found on the official 
EverQuest website at http://everquest.station.sony.com/support/policies. The Guide program welcomes input on policies and procedures. You can 
provide input by emailing eqcs@verant.com. Do not ask Guides to modify their policies and procedures instantly during the game; they are 
not allowed to do this under any circumstances. 


WHAT I$ THE GUIDE PROGRAM? 


The Guide program was started during early beta testing; its staff is composed of volunteers who want to contribute to the game in a 
larger sense. The Guides work closely with Verant Interactive to see that players have a unified and dedicated group of people to help 


them and make their gameplay experience rewarding. Since its creation, the Guide program has grown at a tremendous rate. Today the 
Guide program consists of hundreds of volunteer Guides; 1-3 Senior Guides per server—each responsible for all Guide operations on that 
server—and a team of Elder Guides responsible for overall program operations. 


WHAT CAN A GUIDE DO FOR ME? 


Guides have a wide range of powers. Some of their most frequent services are: 


* Corpse recovery when a character has died due to a verifiable bug 
* Processing information for leg-up kits (reimbursements) for those who have lost corpses 
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* Rescues at sea for boating (bug) accidents 
* Assistance in keeping the player free from unwanted harassment EA 
* Assistance in reporting game bugs E 
* Assistance in providing feedback for new game functions or modifications to existing functions E 
* Reporting and documenting cases of exploitation and abuse and issuing the required warnings im 
* Assistance in corpse recovery when a player cannot see his corpse 

e Un-sticking player characters who are lodged in the geography 

© Coordinating problems found in the game with the highest priority/most frequent ones being hot-listed nightly for Verant 
* Answering frequently asked technical questions and solving technical problems 

* Creating and running dynamic quests in the game 


WHAT (AN A GUIDE NOT DO FOR ME? 


Law 3 
Guides follow an extensive set of procedures that detail what they can and cannot do to help players. The procedures were created by first E 
trying to imagine every possible player request, then removing those that would cause exploits or favoritism. It is the goal of the Guide Kn 
program to help a player with any possible situation except those involving: ICE 


* Giving "spoiler" information, such as detailed directions, quest information, or information on creatures, armor, and weapons. Knowledge 5 
of these subjects is part of the mystery of the game. It is part of the game to adventure and learn the wonders of Norrath. eed 
* Creating an exploitable situation, like switching a character to non-PvP. A player could engage in PvP activities, then request to be E 
switched back before any counteractions could be taken against him. Guides have no way of knowing the circumstances surrounding a — (= 
character's PvP activities, and therefore are not allowed to change the PvP flag. They also cannot retrieve corpses that are not due to a i 
verifiable bug. If a player petitions that they went linkdead and died, the guides cannot verify this, and cannot do a corpse recovery. pa 
Otherwise, players could simply ‘pull the plug” whenever they get in over their heads in a battle, then ask for assistance with recovery. m 
* Favoring or competing with players' activities in the game. For example, Guides will not bind characters to a location unless there is a bug Rd 
in that character's bind point. They cannot do this upon request for every player in the game, so it is unfair to do it for a few. (This would Et 
also compete with characters who sell binding as a service.) Kl ) 


HOW DO I CONTACT A GVIDE? 


A player can see which GMs and Guides are on a server at any given time by typing ^/who gm all.’ Players can contact GMs and E 
Guides by using the /petition command. Guides are instructed to not answer /te11, /ooc, or /shout. This is not to disregard Bs 
the player, but instead to assist those players who are currently waiting for a Guide. Petitions are answered in the order in which they : 
are received. 

The petition queue provides a direct avenue to speak with an EverQuest Guide or GM. It gathers information that all Guides and GMs can am) 
access to handle customer issues, complaints, bugs, and feedback. The petition queue is the Guides’ most versatile tool in assisting the f 
player, and is one of the program's most highly-regarded features. 

The Guide program answers every petition, no matter how trivial, even if the answer is "I'm sorry, but we're not able to do that." 


HOW DO I BECOME A GVIDE? 


Players interested in volunteering at least 6 hours per week for the Guide program can apply at http://guideapp.everquest.com. 
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YOVR CHARACTER 


The heart and soul of EverQuest is role playing. When you create your character, you design from the ground up who you will be for hours 
(and days, or if you're like most of us, weeks or months). Creating a persona is essentially kicking off a long-term relationship—a 
relationship with yourself. 

It's more work than saying “I want to play EverQuest" and having someone give you a character, all ready to go. But a ready-made 
character would defeat the purpose of the game. The challenge is to create a role that you can play with real flair and panache. Put some 
thought into it; you'll be glad you did. 


some tips to help you cook up a really interesting online character. 


Personality. Ponder what kind of person you are going to create. What would be fun to play? What sort of personality will this character 
have? Snippy and brusque, calm and serene, wise-cracking, down-to-earth...these character traits are like a skeleton for your character. 
Once you have the basic form, you can flesh out details. 


Powers and abilities. The next most important aspect is the character's modus operandi. How are you going to function in society? 
Start with the simple things: will you be a magic user or will you rely on your strength and speed? 

Now, look at your personality and decide how the skills you want are going to mesh with the kind of personality you've picked. Avoid 
thinking in stereotypes. Just because you're snippy and brusque doesn't mean you can't be a healer. Healers can be surly and snappish— 
as long as they keep patching up the wounded, they re still good healers. 


Class and Race. (See "Classes" and "Races" for more information.) You may have been told that the first thing to decide is your 
character's race. However, there's a good reason to consider class before you consider race. That reason is teamwork. 

EverQuest is a very social game. People dealing with people—that's the way the 
world works. Unless you create a character that doesn't get along with others, you'll 
probably join a party sometime. It's the best way to get experience and loot, and it's 
generally considered an all-around good idea. What does that have to do with class? 
Well, you must be able to do something that's of value to your adventuring party. 

Classes let people know what they can expect from you, in terms of overall group 
support. So decide what you want to do, and then choose a race that allows you to do it. 

After you've chosen a class, pick one of the available races. (You can choose the 
race first—in fact, that's the way the game is set up.) 

Choosing a race has certain ramifications. Depending on which race you pick, certain classes, starting cities, and physical characteristics 
become available, and others are off-limits. 


Healers are usually very popular. There 
aren't a lot of them, because fighters are 


easier to play and other forms of magic are 
flashier. They're useful in a party, though, 
and can be a very interesting role to pla 


i 


Deities. Religious characters in Norrath wear their beliefs on their sleeves—NPCs can tell just by looking at you whether you're agnostic 
or the worshipper of a particular deity. They take this into account when deciding whether or not they like you. (Enchanters should note 
that your illusions can overcome racial hatred, but unless you're agnostic, your true beliefs always show through.) Some deities have 
placed special items on Norrath for the exclusive use of their adherents. 


Attributes. Depending on your chosen race and class, you will have a different base set of attributes (Strength, Stamina, Agility, Dexterity, 
Intelligence, Wisdom, Charisma) as well as a certain number of “bonus” points that you can distribute among them. The typical 
“important” attributes for the class are in bold (and green on the character screen), and it's generally recommended that you add— 
generously—to those particular attributes. 


Starting Cities. Depending on the race you pick, you'll start in different cities throughout Norrath. Why would you pick one city over 
another? Maybe you already have friends who are in a particular city. Or maybe this is your second or third character and want to change 
it up a bit. Use the following table to help you decide. 
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Race Starting Cities 
Barbarian Halas 

Dark Elf Neriak 

Dwarf Kaladim 
Erudite Erudin ! 
Gnome Ak Anon 

Half Elf 

Halfling Rivervale 
High Elf Felwithe 
Human Qeynos ?, Freeport 
Iksar Cabilis 

Ogre Oggok 

Troll Grobb 

Wood Elf Kelethin 


Felwithe, Freeport, Kelethin, Qeynos ? 


1. Erudite Necromancers and Shadow Knights actually start in Paineel, just outside of Erudin. 
2. Human and Half Elf Rangers and Druids actually start in Surefall Glade, just outside of Qeynos. 


Racial Abilities. Some races have advantages and disadvantages over others. Races with an innate ability that is otherwise a skill (such as 
the Dark Elves’ Hide ability) automatically get that skill as though they had improved it to level 50. Looking for a race that can see better 
at night? Or how about a race that heals faster than normal? Check the table below and find a favorite. 


SPECIAL RACIAL ABILITIES 


Abilities 

Slam, +10 Cold Resistance 

Hide (50) 

Sense Heading (50), +5 Poison Resistance, +5 Magic Resistance 
+5 Magic Resistance, -5 Disease Resistance 


Gnome Infravision 


Tinkering at level 16 
Unenhanced 


i Sneak (50), Hide (50), +5 Poison Resistance, +5 Disease Resistance 


Unenhanced 

Unenhanced 

+5 Heat Resistance, -10 Cold Resistance, AC +12, Swim (100), Forage (50), 
Enhanced Regeneration ! 

Slam 


Race Vision 
Barbarian Unenhanced 
Dark Elf Ultravision 
Dwarf Infravision 
Erudite Unenhanced 
Half Elf Infravision 
Halfling Infravision 
High Elf Infravision 
Human Unenhanced 
Iksar Infravision 
Ogre Infravision 
Troll Infravision 
Wood Elf Infravision 


Slam, -20 Heat Resistance, Enhanced Regeneration! 
Forage (50), Hide (50) 


1. 2 HP per 6 seconds when standing, 4 when sitting (twice as fast as normal) 


ATTRIBUTES 
STRENGTH (STR) 


This is your physical power. 


* Determines how much you can carry without being encumbered 
* Increases the maximum and average damage you inflict in combat 
o Influences how quickly you learn many offensive skills 
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STAMINA (STA) 


This is your health and constitution. 


* Reflects ability to perform strenuous tasks without becoming exhausted 
* [s used to calculate hit points (HP) 
* Determines how long you can hold your breath 


AGILITY (AGD 


This is your physical coordination. 


* Helps determine your defensive abilities: it affects how often you are hit, and to a lesser degree how much damage you take. The higher your 
Agility, the less likely you are to be hit in melee combat. 
* Affects how quickly you learn some defensive skills 


DEXTERITY (DEX) 


This is your hand-eye coordination. 


* Helps determine accuracy and spell casting capability in combat 

* Helps calculate missile combat skills 

* Helps determine if you're interrupted when you're hit while casting a spell 
* Affects the success of Critical Hits (for those classes that can score a Crit) 
* Affects how quickly you learn weapon skills 

* Affects how quickly you learn Rogue skills 

* Affects damage with missile weapons 

* Affects how often your weapon procs (applies any special abilities it has) 


WISDOM (WI$) 


This is willpower and faith. 


* Determines how much Mana a Cleric, Druid, Shaman, Paladin, or Ranger has (per experience level) 
* Affects how quickly you learn many skills (if higher than INT) 

* Helps determine casting abilities of Shamans, Druids, Rangers, Clerics, and Paladins 

* Helps you resist spells that affect your mind 


INTELLIGENCE (INT) 


This is your intellect. 


* Determines how much Mana a Wizard, Enchanter, Magician, Necromancer, or Shadow Knight has (per experience level) 
* Helps determine the casting abilities of Wizards, Enchanters, Magicians, Necromancers, Shadow Knights, and Bards 
* Affects how quickly you learn most skills (especially if it's higher than WIS) 


CHARISMA (CHA) 


This is a combination of your physical beauty and charm. 


* Used primarily to calculate how various NPCs react to you. The higher your Charisma, the less likely they will be adversely affected by actions 


ES that would lower your standing with a group. This modification is very limited (that is, a pretty and charming murderer is still a murderer). 
Fem * Affects how much merchants charge you for items, and how much they pay you for items. (Prices are also affected by your standing with the 
Go merchant's faction.) 

LIT * Higher CHA increases your chance of success with mind-altering spells, including Charm, Enthrall and Calm spells 

= * Higher CHA increases the chance of receiving divine intervention in some very high-level spells 
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(COMBAT 
In combat, your Agility, Armor Class (AC), and Defense skill affect how often you are hit. Your AC and Defense skill affect how much 
damage you take. 


MANA/INT, WIS 
INT or WIS determines how easily you can learn most skills in the game. Usually the higher stat is used for this calculation, but only INT 
(not WIS) is used for some skills. 

INT or WIS also determines how much Mana you have to work with. You get a set amount of Mana with every new experience level you 
achieve; that amount is determined by your INT (for Magicians, Wizards, Necromancers, and Shadow Knights) or WIS (for Clerics, Druids, 
Shamans, Rangers, Enchanters, and Paladins). How much Mana you get per experience level can range from under 10 to over 20, so your 
INT/WIS is crucial to your ability to function as a caster. 

Of course, if you can't cast spells, Mana doesn't do you any good. Paladins, Rangers, and Shadow Knights don't start accruing Mana 
until they can actually start casting spells. 


CHARACTER NAMING POLICY 


Character names in EverQuest should reflect the genre of the game. Original, high-fantasy names are desired. These guidelines apply both 
to first names and to surnames, and also to the combination of first name and surname. (Surnames become available at level 20) 
The following types of names are unacceptable and are listed in order from the most to the least offensive: 


Vile, profane, rude, or racist names including common swear words, anatomical references, racial slurs, and homonyms of these words. 
Combinations of words that produce an offensive result (e.g., Hugeaz, TugMcgroin). 

Names of religious, occult, or significant historic origin (e.g., Jesus, Allah, Satan, Stalin). 

Copyrighted or trademarked names of products, characters, services, or concepts (e.g., Drizzt, Marlboro, Sony). 

Non-fantasy names from popular media (e.g., Rambo, Darth Vader). 

Common words and phrases that would not be found in the place and time setting of the game (e.g., Switchblade, Phaser, Toaster, Cannabis, Sloegin). 
Proper names from EverQuest (e.g., Rathe, Karana). This also includes any name of a significant EverQuest NPC (e.g., Dorn, Trumpy, Karn). 

The names of senior Customer Support Representatives or employees of Verant Interactive, SCEA, or Sony Entertainment (e.g., Ifurita, Solist, Rhystan). 
Names chosen with the intent or possessed with the effect of harming the reputation of a player or Customer Service Representative. 

Names containing titles within them, such as, but not limited to: The, Lord, Lady, Master, King, Knight, Sir, Father (e.g., Sirtallon, Lordeagle, 
Mothermaggy). 

Names that contain sentences, phrases, or more than two words (e.g., Ikillorcs, Ontop, Petcarbob, Diediedie). Descriptive compound words are 
allowed, especially in surnames (e.g., Treehugger, Giantslayer). 

12. Popular and easily recognized names from existing media (e.g., Merlin, Gandalf, Belgerath, Tanis). 

For all of the above, misspellings and alternative spellings of the word or words are also unacceptable. 


a 
> 


— 
— 


If you have given your character an unacceptable name, a member of the Server Management Team will use the following process: 


* For category 1-2 offenses, your name will be changed immediately. The Senior Staff member will then contact you to discuss the change. Please 
be aware that if your name is changed due to it being obviously offensive, any corpses owned by you will not be lootable, and no reimbursements 
will be given. 

e For categories 3-12, the Senior Staff member will contact you to initiate a discussion about a name change. When you have chosen a new name 
and have looted any outstanding corpses, the CS representative will perform your name change. Please be aware that if you do not choose a name 
within a reasonable amount of time, a new name will be assigned to your character. Furthermore, it is your responsibility to inform the Senior 
Staff member of the existence of any unlooted corpses that you own. After your name is changed, those corpses will not be lootable, and no 
reimbursements will be given. 
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CLASSES 


BARD SKILLS 


Level Skill 

1H Blunt 

1H Slashing 

2H Slashing 
Alcohol Tolerance 
Baking 

Begging 

Bind Wound 
Blacksmithing 
Brewing 

Defense 

Fishing 

Fletching 

Hand to Hand 
Jewelry Making 
Offense 

Piercing 

Pottery 

Sense Heading 
Singing 
Swimming 
Tailoring 
Throwing 
Percussion Instruments 
Stringed Instruments 
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10 Dodge 

10 Meditate 

1] Brass Instruments 
12 Forage 

14 Wind Instruments 
17 Dual Wield 

17 Sneak 

24 Safe Fall 

25 Hide 

30 Disarm Traps 

35 Track 

40 Pick Lock 

53 Parry 

58 Riposte 
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Bards are the do-it-all class of Norrath. Through extensive travels, the Bard learns from many of Norrath's other classes: He or 
she picks locks and sneaks like the Rogue, tracks and forages like the Ranger, safe falls like the Monk, casts spells as well as 
many Wizards, and Dual Wields like the Warrior. Although he is not as skilled in any one of these abilities as more specialized 
classes, he has by far the widest range of skills and abilities of all the adventurers of Norrath. The Bard's trademark, though, 
is his unique ability to play magical songs that can buff as well as heal. Only a couple of these songs require Mana, and songs 
can be played at any time, even in the middle of combat! Add it all up and you have a jack-of-all-trades. 


ATTRIBUTES 


Dexterity. This affects how well a Bard plays his songs. A Bard with high Dexterity play a song 
longer, and without interruption, than a Bard with low Dexterity. 


Charisma. High Charisma lowers your prices in shops. More importantly, high Charisma 
increases your chances of successfully mesmerizing or charming monsters. 


Strength. Strength is tremendously important for all plate-wearing classes, and the Bard is no 
exception. A weak Bard can't carry heavy plate armor, coin, and the treasure looted from 
Norrath. A strong Bard also does more damage in combat. 


BARD STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT CHA 
Half Elf 75 70 90 95 60 75 85 
Human 80 75 75 85 75 75 85 
Wood Elf 70 65 95 90 80 75 85 


RACES 


Only three races can be Bards—Human, Wood Elf, and Half Elf. All three races are equally 
intelligent and charismatic. 


Human. The Human Bard is the strongest Bard, and the least dexterous. He or she has no 
night vision, and may only wear medium armor. Humans may start in either of the two Human 
cities, Freeport or Qeynos. Humans also have the highest Stamina, and thus the most hit 
points, of any Bard race. 


Wood Elf. Wood Elf Bards are the weakest Bards physically, and the second most dexterous. 
They can wear small or medium armor to offset their lack of Strength. They have night vision 
and are the most agile of Bards. 


Half Elf. Half Elf Bards are the second strongest, and the most dexterous. Half Elves may only 
wear medium-sized armor, but they share the Infravision ability of their Wood Elf cousins. Half 
Elves also have the greatest choice of starting location—they may start in Kelethin, Freeport, 
or Qeynos. 


WEAPONS, ARMOR, AND INSTRUMENTS 


Weapons. The Bard has an array of weapon skills to choose from, including One-Handed 
Slashing, Blunt, and Piercing weapons. While all are good, Piercing and 1HB offer nice 
weaponry for a Bard at higher levels. Keep up your levels in all weapon types to have the 
greatest selection of weapons. 


Chapter Fou Jour Character 


Armor. Bards can wear most types of armor. At low levels, cloth and leather armor will be available and within your price range. 
However, once you get some money, upgrade to banded or bronze armor. At high levels you can look forward to wearing plate armor, the 
sturdiest (and heaviest) of all armor types or the Bard exclusive, Lambent Armor, which comes in a shiny blue. 


Instruments. A Bard has the unique gift of song. Having an instrument dramatically increases the songs' effectiveness. Each song may 
require one of the four different styles of instruments; Percussion, String, Wind, or Brass. A young musician can use store-bought 
instruments until a high-level instrument can be obtained. 


TACTICS 

SOLO 

A Bard is a social character who needs friends to make it far in life. Most of a Bard's abilities are aimed at group play, however a Bard can 
solo with the best of them when he needs to. This is easiest early in life, but becomes easier again once he gets Dual Wield at level 17. 
Don't forget that a Bard can play buff and heal songs during combat. 


GROUP 

A Bard is charismatic, popular, and multi-talented. Bards can fill the role of tank in a group lacking a Warrior or Paladin. If the group 
needs a healer, the Bard's healing songs can help reduce downtime. The Bard can also play the role of Enchanter, by charming and 
mesmerizing enemies. 

When it comes to joining groups, Bards are one of the best classes in the game. They are 100 percent group-oriented. When adventuring 
in a group, analyze your song list and play the ones that best suit the occasion. Most Bard songs affect all members of a Bard’s group, 
multiplying the Bard's usefulness. Multiple Bards in the same group only make things better, as there is no limit to the number of songs in 
effect at the same time. Even a single skilled Bard can sometimes put up to three or four different songs into effect at once. 

In combat, Bards have many choices to make when it comes to what songs to play. The Chant series, which starts with the level 1 song 
Chant of Battle, adds to your party's combat stats of Strength, Dexterity, Agility, and AC. Some songs add to the party's Fire, Cold, Magic, 
Disease, and Poison resistances. A debuff song such as Kelin's Lugubrious Lament (level 8) lowers your target's Attack Speed. 

It's important to understand that the Bard amplifies the party. The Bard songs give your party a major advantage over enemies. So 
remain out of danger unless you are the tank. Sometimes this means staying back from combat unless absolutely necessary. 


TIPS 


* Although an instrument is not needed to play a song, thanks to a Bard's singing skill, it is more effective if played with an instrument. Practice 
with each instrument as soon as it's available. 


* Song "stacking" or "twisting" is another important tactic for Bards. To do this, start a song and wait for the message indicating the song has 
started, then start the next song. Both songs affect your party at the same time. At most you can stack four songs—if you are very skilled and 
the songs have the right casting times. 


* A solo Bard still has considerable prowess. The Bard's speed songs enable him or her to run faster than any other class in Norrath, while a direct 
damage song can hit enemies from a distance. 


* Be a Bard's Bard. A Bard will always be welcome in a group...but a Bard who is a storyteller or poet will be welcomed no matter where 
you go. If you get into the role enough to actually recount the glories of past battles or wax poetic on whatever topic you feel might appeal to a 


Norrathian, you will often get tips, free drinks, and lots of friends. 


* A song works much better if you use the appropriate instrument. For example, while you can sing Jaxan's Jig o' Vigor, it's more effective if you 
use a drum or other Percussion Instrument when playing it. 
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CLERIC 


Clerics are masters of healing and resurrection, uncontested by any class of the same level. But healing is only the beginning; 
the Cleric also wields the most powerful hit point and armor class buffs and has a wide array of other spells. Though Clerics 
are a poor melee class, they can stop a creature in its tracks. They are one of the few classes that can cause a monster to run 
in fear without touching it. Despite this, Clerics need the support of friends to make it in Norrath, but everyone wants to be a 
Cleric's friend because of all they have to offer. This makes the Cleric one of the most rewarding classes to play, and perfect 
for players who want to be a noble, beloved hero. 


Spell 
Chant of Battle 


Skill 
Percussion Instrument 


Chords of Dissonance Stringed Instrument 


Jaxan's Jig o' Vigor 


Percussion 


Lyssa's Locating Lyric Singing 


Selo's Accelerando 


Hymn of Restoration 


Jonthan's Whistling 


Warsong 


Kelin's Lugubrious 


Lament 


Elemental Rhythms 


Anthem de Arms 


Percussion Instrument 
Stringed Instrument 
Singing 

Stringed Instrument 


Percussion Instrument 


Singing 
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Type Target Description 

Buff Group Boosts AC, Strength, and Dexterity 
Harm Area Area of effect damage spell 
Speed/Travel Group Restores Stamina 

Vision Yourself Locates target corpse 
Speed/Travel Group Makes group run faster 

Heal Group Heals group 

Buff Yourself Boosts Attack Speed, AC, 


and Strength 


Mind Control Target Target less likely to attack 

Shield Group Boosts AC and resistance to Magic, 
Cold, and Fire 

Buff Group Boosts Attack Speed and Strength 


ATTRIBUTES 


Wisdom. The Cleric's defining characteristic is Wisdom, from which 
all his or her mystical abilities stem. Wisdom determines how much 
Mana you have and because a Cleric is solely dependent on spells, a 
high Mana pool is crucial. 


Strength and Dexterity. Both are particularly important at early levels. 


CLERIC STARTING ATTRIBUTES 

Race STR STA AGI DEX WIS INT CHA 
Dark Elf 65 70 90 75 93 99 60 
Dwarf 95 95 70 90 93 60 45 
Erudite 65 75 70 70 93 107 70 
Gnome 65 75 85 85 77 98 60 
Halfling 75 80 95 90 90 67 50 


CLERIC SKILLS 
Skill Level Skill 
1H Blunt l Hand to Hand 
2H Blunt 1 Jewelry Making 
Abjuration 1 Offense 
Alcohol 1 Pottery 
Tolerance 1 Sense Heading 
Alteration 1 Swimming 
Baking 1 Tailoring 
Begging 4 Channeling 
Bind Wound 8 Meditate 
Blacksmithing 15 Dodge 
Brewing 16 Tinkering 
Conjuration (Gnome only) 
Defense 30 Specialize Abjure 
Divination 30 Specialize Alteration 
Evocation 30 Specialize Conjuration 
Fishing 30 Specialize Divination 
Fletching 30 Specialize Evocation 
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High Elf 60 70 85 70 100 92 80 
Human 80 80 75 75 85 75 75 
RACE$ 


Dark Elf. The only evil race that can be a true Cleric, Dark Elves have 
excellent Wisdom, but their lack of Strength and Dexterity is only 
partially balanced by a good Agility. Faction becomes your only real 
problem when playing a Dark Elf. 


Chapter Four. 


Dwarf. The Dwarven Cleric combines an excellent Wisdom with the best Strength, Stamina, and Dexterity of all the civilized races. Their 
Charisma, Intelligence, and Agility are all rather inferior, which doesn't directly affect their ability to fulfill their Clerical duties, but keep 
that in mind. 


Erudite. Erudites have excellent Wisdom, but no better than the Dwarves. Their lack of physical power can make things very chancy for 
an Erudite Cleric of low level. 


Gnome. The Gnome Cleric suffers from the lowest Wisdom of any of the civilized races, plus low Strength. They do have excellent Agility 
and Dexterity, which can be an asset in battle. 


Halfling. Halfling Clerics have good Wisdom. Physically, they bring the highest Agility and Dexterity of all the Clerical races, as well as 
excellent Strength for their size. Although their Charisma and Intelligence are on the inferior side, Halflings make good Clerics. 


High Elf. These ancient and spiritual creatures have the highest starting Wisdom among Clerics, as well as the best Charisma. They suffer, 
however, from remarkably low Strength, Stamina, and Dexterity. A low-level High Elf Cleric is a valuable long-term resource, but will not 
be much of a combat asset. 


Human. The Humans’ Wisdom is on the low end, but their high Strength and Stamina make them attractive party members when they 
participate directly in battle. 


WEAPONS AND ARMOR 


Weapons, The weapons Clerics seek are usually selected for their added protection, or to make the Cleric a better healer through 
increased Wisdom. They are however, limited to blunt weapons. 


Armor. A word to the wise: save up and buy armor, because creatures go out of their way to rip your liver out. Fortunately, Clerics can don 
a full suit of plate armor, when they can find and afford it. Even well-crafted steel plate is often not enough, so the Cleric gets the most 
powerful Shield spells of any class. 


TACTICS 

SOLO 

Clerics are limited to soloing undead most of the time, an area in which they shine. By using Root followed by undead direct damage 
spells, you can overcome most undead at similar levels. Because undead are abundant all over Norrath, you can do well in many areas. 
Although there's little need for you to solo, it's possible in the right conditions. 


GROUP 

Clerics are responsible for the health of the party. Your main job is to keep everyone alive—not a job for the faint of heart or the easily 
panicked. Clerics also have the best hit point and armor class buffs in Norrath. Before and during a battle, buff your party with hit point 
and armor class spells. Stun spells are very useful, as they prevent melee enemies from attacking your party. In addition, when the MOB is 
attacking with magic, a well-timed stun can interrupt its spells. 


TIP$ 


* New Clerics should accept that their role is mostly that of a support character. Mixing it up in melee is typical at the earliest levels, though all 
but abandoned soon after. Focus your energy on helping others and grouping for experience. 


e Your first goal is to accumulate cash for your first spells. Kill small vermin until you reach level 5. Once you've got all your spells, start saving 
for some armor. That takes a while and leaves you strapped for cash most of your young life. 


* [n dire situations, even the rawest young Cleric can become invincible (Divine Aura). Neither blade nor spell can damage a fleeing Cleric while 
under this spell's protection. Of course, such a powerful shield has its downside; it lasts but a few seconds and takes 15 minutes to recycle, during 
which time the Cleric cannot cast or attack. 


e When you reach level 5, you can learn more spells. Some of the most useful are Light Healing (Hooray! It's the next step on your soon-to-be 
greatest talent), Furor (with more damage than Strike), Gate (emergency exit to bind point), Holy Armor (higher AC), Cure Disease (you can get 
sick from sick vermin and Mummies), and Ward Undead (extra damage to undead). 


* Be careful not to expend all your Mana on buffs when you are in a group. Your first priority is to heal, and you can't if you're out of Mana. 
After gaining Meditate (level 8), you can regain Mana faster. Meditate whenever you are not healing or buffing. 
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CLERIC SPELLS 

Level Spell Skill Type Target Description 

l Courage Abjuration Shield Target Boosts AC and HP 

1 Cure Poison Alteration Heal Target Cures poison 

1 Divine Aura Abjuration Shield Yourself Invulnerable for 18 seconds 

l Flash of Light Divination Vision Target Temporarily blinds target 

1 Lull Alteration Mind Control Target Makes target less likely to attack 

1 Minor Healing Alteration Heal Target Heals target 

1 Spook the Dead Alteration Fr/Dth Target Scares away undead 

1 Strike Evocation Harm Target Directly damages target 

1 True North Divination Vision Yourself Points character in direction of true north 

1 Yaulp Abjuration Buff Yourself Boosts AC and Strength 

5 Cure Blindness Alteration Heal Target Cures blindness 

5 Cure Disease Alteration Heal Target Cures disease 

5 Furor Evocation Harm Target Directly damages target 

5 Gate Alteration Teleport Yourself Teleports you to bind point 

5 Holy Armor Abjuration Shield Target Boosts AC 

5 Light Healing Alteration Heal Target Heals target 

5 Reckless Strength Alteration Buff Target Boosts Strength 

5 Stun Evocation Mind Control Target Stuns target and can interrupt casting of NPC 

5 Summon Drink Conjuration Summon Summoned Summons drink 

5 Ward Undead Evocation Harm Target Direct damage to undead 

9 Center Abjuration Shield Target Boosts AC and HP 

9 Endure Fire Abjuration Shield Target Protects target from fire 

9 Endure Poison Abjuration Shield Target Protects target from poison 

9 Fear Alteration Fr/Dth Target Scares away target 

9 Hammer of Wrath Conjuration Summon Summoned Summons magical hammer as weapon 

9 Invigor Alteration Speed/Travel ^ Target Restores Stamina 

9 Root Alteration Earth Target Sticks target to the ground, immobilizing it 

9 Sense the Dead Divination Vision Yourself Detects nearby undead creatures 

9 Soothe Alteration Mind Control Target Makes target less likely to attack 

9 Summon Food Conjuration Summon Summoned Summons food 

9 Word of Pain Evocation Harm Area Area damage to 

enemies within 20 feet of you 

DRUID 

wes Guardians of nature, Druids are one of the most versatile classes in Norrath. They have the ability to heal, buff, immobilize, 
teleport, or unleash a mighty spell. Druids also have a close relationship with nature, enabling them to walk among 
otherwise-hostile animals without harm. Although a Druid's melee abilities pale compared to those of a Warrior, he or she is 
competent in armed combat and well respected as a spell caster. Like nature, Druids vary from nurturing and loving to wild, 
furious, and unpredictable. 
ATTRIBUTES 
Wisdom. The most important stat for a Druid, Wisdom directly affects Mana amounts. As spell casters, Druids depend on Mana. 


DRUID SKILLS 
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DRUID STARTING ATTRIBUTES 


Level Skill Race STR STA AGI DEX WIS INT CHA 

1 1H Blunt Half Elf 70 80 90 85 70 75 75 

1 1H Slashing Halfling — 70 85 95 90 90 67 50 

1 2H Blunt Human 75 85 75 75 85 75 75 

1 Abjuration Wood Elf 65 75 95 80 90 75 75 

1 Alcohol Tolerance 

1 Alteration 

1 Baking RAC E $ 

1 Begging Half Elf. Half Elves are the least wise of the Druidic races. They have decent melee stats, but 

1 Bind Wound most Druids won't melee much in later levels. However, many Wisdom-enhancing items can be 
1 Blacksmithing found in Norrath, and even a Half Elf can increase his or her Wisdom to 200. Half Elves have 

1 Brewing the greatest choice in starting selection, as they may start in Surefall Glade or in Kelethin. 

1 Conjuration 

1 Defense Halfling. Halflings make excellent Druids. By nature they are extremely agile, dexterous, and 

1 Divination wise. They also have very good Strength and Stamina, and require less XP to level. Halflings 

1 Evocation also have the natural ability to Hide and Sneak, invaluable tools when it becomes necessary to 
1 Fishing Meditate safely in dangerous areas. 

: Fletching Human. Humans are the strongest Druid race, and only a little less wise than the Elves and 

1 Hand to Hand s a ; : 

1 jewelry Making Halflings. Humans may begin in Surefall Glade, a small Druid and Ranger haven in the Qeynos 
1 Offense hills. Humans have decent stats all across the board. They excel at nothing but are not weak in 
1 Pottery any area either. Humans lack Infravision, so need a light source at lower levels. 

1 Sense Heading Wood Elf. Wood Elves make excellent Druids. While not quite as strong or dexterous as 

1 Swimming Halflings, they are just as wise. Wood Elves have the natural ability to Forage (although all 

1 Tailoring Druids eventually gain this ability). Wood Elves begin in Kelethin on the continent of Faydwer. 
zi Channeling They can wear either small- or medium-sized armor. 

5 Forage 

— M WEAPONS AND ARMOR 

15 Dodge . 3 : 

20 Track Weapons. Druids are the only caster class in the game able to wield swords, although they are 
30 Specialize Abjure limited to the use of scimitars. Nonetheless, 1HB is the better choice due to the wide variety of 
30 Specialize Alteration magical weapons beneficial to the Druid. 

30  Specialize Conjuration Armor. The offensive might of the Druid does not come without a price—Druids may wear only 
30 Specialize Divination cloth or leather armor, and are forbidden from using chain mail and plate. At low levels, buy a 
30 Specialize Evocation tunic with high AC rather than spending your money on a bunch of low AC items. 
TACTICS 

SOLO 


Druids are the masters of kiting (slowing an enemy and then killing it from a distance). Cast Snare or Grasping Roots to slow or stop an 
enemy, then stand back and nuke it with any of the Druid's mighty spells. By using combinations of Snare, DoTs, and DDs, you can solo 
from early levels all the way up. 

If you're soloing, stay outdoors, where your powers really shine. Kiting in dungeons is hazardous to any Druid. 


GROUP 

Druids are great with groups. You don't really specialize in any one area (like spells or combat), but you get pretty good in all of them. This 
means you can usually help in some way especially because you have hit point buffs, heal spells, damage shield, stat buffs, and resistance 
buffs. Often a group calls upon a Druid to use Snare to prevent enemies from running for help. 
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* Druids are a great, all-around class. However, your first priority is getting spells and they don't come cheap. Save money early to afford the 


spells 


you want. 


* Use Snare on any NPC you or your group is fighting. When the NPC is snared, it can't run when it becomes low on health. Snaring creatures 
significantly reduces the number of trains, because your victims can't get away to group with their friends. 


* Another very useful group tactic for Druids is kiting. When fighting in a group against more than one opponent, Snare any extra NPCs and kite 
them until your party has finished the current enemy. This relieves some pressure. 


* Druids are blessed with Spirit of Wolf (level 14). This spell is sought after all throughout Norrath. It allows yourself and others to run at a faster 
pace, making it a snap to run safely from a chasing enemy. Many people will pay for this effect, but most often, Mana permitting, it is better to 
hand it out. 


DRUID SPELLS 


Level Spell Skill Type Target Description 

1 Burst of Flame Evocation Fire/Ht Target Target hit with direct fire damage 

1 Dance of the Fireflies Conjuration Vision Yourself Creates light source 

1 Endure Fire Abjuration Shield Target Protects target from fire 

1 Flame Lick Evocation Fire/Ht Target Fiery DoT spell; requires Fire Beetle Eye 
in inventory 

1 Lull Animal Alteration Mind Control Target Targeted animal less likely to attack 

l Minor Healing Alteration Heal Target Heals target 

1 Panic Animal Alteration Fr/Dth Target Scares away animal 

1 Sense Animals Divination Vision Yourself Points character toward nearest animal 

l Skin Like Wood Abjuration Shield Target Boosts AC and HP 

l Snare Alteration Speed/Travel Target Slows target's movement 

5 Burst of Fire Evocation Fire/Ht Target Target hit with direct fire damage 

5 Camouflage Divination Vision Target Turns target invisible 

5 Cure Disease Alteration Heal Target Cures disease 

5 Cure Poison Alteration Heal Target Cures poison 

5 Gate Alteration Teleport Yourself Teleports you to bind point 

5 Grasping Roots Alteration Plant Target Sticks target to ground, immobilizing it 

5 Harmony Abjuration Mind Control Area Calms targets in area and allows you to 
pull one foe at a time 

5 Invoke Lightning Evocation Air/Weather Area Direct damage to area 

5 Ward Summoned Evocation Harm Target Direct damage to summoned creature 

5 Whirling Wind Conjuration Air/Weather Target Wind damage to target; can Stun target 

9 Endure Cold Abjuration Shield Target Resists cold 

9 Enduring Breath Alteration Water Target Allows breathing under water 

9 Firefist Evocation Fire/Ht Yourself Boosts your attack 

9 Ignite Evocation Fire/Ht Target Target hit with direct fire damage 

9 Invisibility versus Divination Vision Target Target becomes invisible to animals 

Animals 

9 Light Healing Alteration Heal Target Heals target 

9 Shield of Thistles Abjuration Plant Target Enemy gets return damage when target is hit 

9 Starshine Conjuration Summon Summoned Summons light source 

9 Strength of Earth Alteration Buff Target Boosts target’s Strength 

9 Thistlecoat Abjuration Shield Yourself Enemy gets return damage when you are struck 

9 Treeform Alteration Plant Yourself Turns you into a tree 
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ENCHANTER 


Enchanters’ spells and research focus on manipulation of the mind, and this mental acuity gives Enchanters more spells than 
any other class. The trademark Enchanter spell line lets them cloak themselves in illusion. They can charm more different 
creatures than any other class, overwhelming the target's mind and bending it to their will. They can hold creatures 
mesmerized and enthralled, unable to act. They can stun the minds of others, sometimes using a combination of spells that 
leaves their victim virtually unable to fight back. Enchanters are the only class on Norrath that can buff mental prowess. 
Enchanters also have a full line of Mana regeneration spells. At the highest levels they can steal creatures’ magical energy for 
themselves, much as Necromancer steal life. Enchanters have the best haste spells and can debuff many attributes, including 
magic resistance and Attack Speed. Plus, Enchanters have pets. 

However, like all casters, Enchanters have low hit points and laughable defenses. They also have no method of healing themselves. The 
Animated Sword and Shield pet is less powerful than other classes’ pets, with lower hit points and slower hit point regeneration (though 
fairly good damage). The pet does not accept commands from the Enchanter; it only defends once he or she is attacked. Figuring out how 


to make good use of the pet can be a challenge, and some Enchanters don't use their pets at all, relying on their charms instead. 
This is not to say that Enchanters are incapable of soloing, after all they can root'n'nuke, reverse kite (SoW helps here), or fight it out 
using their pet or a charmed creature. However, the bottom line is that Enchanters shine in groups, playing the support role. 


ENCHANTER SKILLS ATTRI BUTES 
Level Skill : , : e ; 
— TH Blunt Intelligence and Charisma. Intelligence is the primary statistic for an Enchanter because it's 
1 2H Blunt needed for Mana. Next important is Charisma, which affects the Enchanter's Charm, Stun, and 
1 Abjuration Mesmerize spells. 
1 cone Tolerance ENCHANTER STARTING ATTRIBUTES 
i arain Race STR STA AGI DEX WIS INT CHA 
; Soren Dark Elf 60 65 90 75 83 109 70 
i 5i A um i Erudite 60 70 70 70 83 07 80 
; Sis g Eu Gnome 60 70 85 85 67 108 70 
: > acksmithing High Elf 55 65 85 70 95 102 90 
E Human 75 75 75 75 75 85 85 
1 Channeling 
1 Conjuration RACES 
1 Defense The Illusion line of spells allows an Enchanter to become any race. That, coupled with their faction- 
: umen increasing spells, makes picking a race simple. Base your choice on statistics or looks, whichever 
ee you prefer (if you go for looks, many stat enhancing items can help you reach the soft ceiling of 200 
1 Fishing ; tat 
1 Fletching in any stat). 
1 Hand to Hand Dark Elf. Dark Elves have high Intelligence but low Charisma. They have Ultravision, and they get 
1 Jewelry Making the Hide skill as well, though this has limited use. 
1 Offense 
1 Piercing Erudite. The Enchanter's craft is perfectly matched to the Erudite race, which has the highest 
1 Pottery natural Intelligence of any race. Erudite Charisma is high as well, and this plus judicious use of 
1 Sense Heading spells convinces most merchants to offer you a better price than they give to others of your 
1 Swimming snobbish race. Enchanters also get spells that bestow Infravision and eventually Ultravision, which 
l Tailoring compensates for the Erudite's lack of natural night vision. 
L eR Gnome. Gnomes have high Intelligence but low Charisma. Pick Gnome if you like playing a small 
16 Research race. Gnomes have Infravision and can Tinker, a trade skill reserved for their race. 
16 Tinkering (Gnome only) High Elf. High Elves have the highest Charisma of any race, and high Intelligence as well. They 
20 Specialize Abjure have Infravision and are a popular choice for Enchanters. 
20 Specialize Alteration 
= Specialize Conjuration Human. There's not much positive here—Humans have significantly lower Intelligence than other 
50 ae om Enchanter races, and poor night vision is a disadvantage at lower levels (Enchanters get Infravision 
22 2» dge SES and Ultravision buffs later). However, their Charisma is higher than all but the High Elfs. 


SESEEESEE 
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WEAPONS AND ARMOR 


Weapons. In general, an Enchanter stops using a weapon in the mid teens. Until then, you can choose Piercing, One-handed Blunt, or 
Two-handed Blunt weapons. Keeping your skills in 1HB and 2HB may benefit you later if you happen to come across one of the stat- 
increasing staves. 


Armor. An Enchanter is at ease in a robe. Early on, buy spells rather than armor. Once you can afford it, some nice silk robes will fit nicely. 


TACTICS 


SOLO 
Enchanters can completely cripple a target by decreasing its abilities to the point of feebleness. Keep in mind that even though the 
creature may be feeble, it's still not dead yet. 

While Enchanters get pets, the pets don't respond to commands, so you must be attacked before your pet acts. 

Enchanters are adequate at root'n'nuke, but generally rely on their Charm line of spells to turn one creature against another. The trick is 
to keep one of the combatants charmed at all times, because if the charmed creature breaks free of the spell, both will attack you. A clever 
Enchanter assists the charmed NPC, because if it loses, you get no experience. And if it wins, it may be heavily wounded, so when it breaks 
free of the spell you can often kill it for even more experience. 


GROUP 
Enchanters are very useful in groups—you can buff the party, caste Haste, and debuff any NPCs the party is fighting. Buff everyone in the 
group with Strengthen and Haze. Strengthen gives about 5-10 extra Strength; Haze adds about that much in Armor Class. It makes a big 
difference; plus they can be cast before battle, and the Mana also can be regained before the battle. 

At higher levels, Enchanters obtain the Rune line of spells that add magical damage-absorbing skin to your target. They also gain spells 
that increase the rate at which Mana is regenerated, an absolute must-have for any high-level caster. 

As you enter combat, cast Mesmerize if there is more than one attacker, and then debuff, starting with the monster the party is beating 
on. The goal is to give the party just one target to worry about, and then debuff the rest at leisure as debuffs do not break mez. 

When grouped with other casters, use the Tashan spells to lower the NPCs’ magic resistance. In addition, Enchanters should make it 
very clear when they want help and when they don't. Nothing's worse than an uninformed tank waking a mesmerized monster. 


TIPS 


* A skilled Enchanter is indispensable to a group, but an inattentive Enchanter gets a group killed faster than you can shout "Train!" With so 
many spells to choose from, it's critical that the Enchanter memorize spells appropriate for his or her current adventure. 


* If your pet is about to die, try casting Fear. This stops the MOB from beating on your pet and gives your pet a chance to inflict additional 
damage on the monster. This gives you time to aid your pet and get ready to cast a few Stun spells, then Fear again, then Whirl and run a short 
distance away. By then, your pet will get the monster's attention back and finish it off. 


* Enchanters get their metal enchantment spells in Neriak—this can be a challenge if you're not a Dark Elf. 


* If you wish to use your spells for secretive reasons, consider being agnostic. For example, even with the use of faction-improving spells, you could 
get into trouble with good city guards if you were the follower of an evil god, or vice versa. 


* One of the Enchanters' main set of spells is the Tashan line, which lowers Magic Resistance by 9 or more. Any enemy has less resistance once 
you cast one of these spells. 


ENCHANTER SPELLS 


Level Spell Skill Type Target Description 

l Lull Alteration Mind Control Target Creature less likely to call for help 

l Minor Illusion Divination Ench/Ill Yourself Caster assumes the form of the nearest 
inanimate object 

l Minor Shielding Abjuration Shield Yourself Boosts your AC, HP, and Magic Resistance 

l Pendril's Animation Conjuration Summon Summoned Summons pet 

1 Reclaim Energy Conjuration Summon Target Banishes pet, restoring some of your Mana 

1 Shallow Breath Alteration Harm Target Direct damage plus loss to target’s Agility 
and Strength 
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ENCHANTER SPELLS (CON'T.) 


Level Spell Skill Type Target Description 
1 Strengthen Alteration Buff Target Increases target's Strength 
l Taper Abjuration Ench/Ill Target Removes one magical spell effect from target 
Enchantment 
1 True North Divination Vision Yourself Orients the caster to face due north 
1 Weaken Alteration Debuff Target Decreases target's Strength 
4 Color Flux Divination Mind Area Stuns all targets within area (targets cannot 
Control hit or cast) 
4 Enfeeblement Alteration Debuff Target Update to Weaken; decreases target's AC and 
Strength 
4 Fear Alteration Fr/Dth Target Causes the target to flee 
4 Gate Alteration Teleport Yourself Returns caster to bind point 
4 Haze Abjuration Shield Target Increases target's AC 
4 Illusion: Half EIf Divination Ench/Ill Yourself Changes caster's appearance to Half Elf 
4 Illusion: Human Divination Ench/Ill Yourself Changes caster's appearance to Human 
4 Invisibility Divination Vision Target Caster invisible to all but undead; releases 
your pet and any charmed animals 
4 Juli's Animation Conjuration Summon Summoned Summons a pet 
4 Mesmerize Conjuration Mind Control Target Mesmerizes target; debuffs don't break it 
4 Suffocating Sphere — Alteration Harm Target Direct damage to target and decreases 


target's Strength and Agility; does a small 
amount of damage over time 


4 Tashan Abjuration Shape Target Decreases target's magical resistance 

8 Alliance Alteration Mind Control ^ Target Increases caster's faction with the targeted NPC 

8 Bind Sight Divination Vision Target Allows the caster to see through the target's 
eyes at the cost of caster's Stamina 

8 Cancel Magic Abjuration Ench/Ill Target Attempts to remove two magical effects from target 

8 Chaotic Feedback Evocation Harm Target Causes direct damage to target 

8 Enchant Silver Alteration Ench/Ill Yourself Turns a silver bar into an enchanted silver 
bar for jewelry making 

8 Eye of Confusion Alteration Mind Control Target Causes blindness in target 

8 Illusion: Gnome Divination Ench/Ill Yourself Changes caster's appearance to Gnome 

8 Illusion: Wood Elf Divination Ench/Ill Yourself Changes caster's appearance to Wood Elf 

8 Lesser Shielding Abjuration Shield Yourself Boosts your AC, HP, and Magic Resistance 

8 Mircyl's Animation Conjuration Summon Summoned Summons a pet 

8 Root Alteration Earth Target Sticks target to ground, immobilizing it 

8 See Invisible Divination Vision Alteration Allows target to see invisible 

8 Sentinel Divination Vision Alteration Alerts the caster to approaching targets 

8 Soothe Alteration Mind Control Target An upgrade to Lull 


MAGICIAN 


The mighty Magician, or mage, is a powerful force in Norrath. These masters of summoning are never truly alone, for they 
can call forth the power of an elemental to serve as their pet to fight and defend them. With the wiggle of a finger, Magicians 
can also conjure an array of powerful magic weapons for their pet, party members, or themselves. A long list of other useful 
items—including food, water, bandages, arrows, and weight-reducing bags—can be summoned depending on the Magician's level. 

When it comes to pure damage, the Magician, throughout most of his career, is second only to the Wizard for direct damage 
output. As easily as the mage summons elementals and items, he or she can blast a foe with the power of a hundred slashing 
swords or daggers all at once, for devastating damage. The Magician also gets a line of area-effect spells (the Rain line) that 
can be cast safely from a distance. 

With all this power, the Magician may seem like an easy class to play. However, the opposite is true. The Magician is vulnerable to attack 
and cannot last long in melee combat, even with shields up. True mastery of the mage class comes from many months of playtime, many 
deaths on the battlefield, and much research. 


primagames.com y A 


MAGICIAN SKILLS 


Level 
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Skill 

1H Blunt 
2H Blunt 
Abjuration 


Alcohol Tolerance 


Alteration 
Baking 
Begging 

Bind Wound 
Blacksmithing 
Brewing 
Channeling 
Conjuration 
Defense 
Divination 
Evocation 
Fishing 
Fletching 
Hand to Hand 
Jewelry Making 
Offense 
Piercing 
Pottery 

Sense Heading 
Swimming 
Tailoring 
Throwing 
Meditate 
Research 
Tinkering 
(Gnome only) 
Specialize Abjure 
Specialize 
Alteration 
Specialize 
Conjuration 
Specialize 
Divination 
Specialize 
Evocation 
Dodge 


TACTICS 
SOLO 
Magicians are some of best solo fighters thanks to their pets. With a pet, a Magician is never truly alone. Your pet fights in the trenches 
while you stays safely out of harm's way, lending a nuke here and there. The idea is a modified Root'n' Nuke (by having the pet do the 
rooting), or keeping the monster taunted to the point that it is as good as rooted. Then kill it before it kills your pet. This is how you stay 
alive. If multiple MOBs aggro on your pet, have the pet take the heat while you run for safety. 
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ATTRIBUTES 


Intelligence. A Magician is a pure caster, and relies on Mana to survive. Intelligence determines how 
much Mana is available. Put 25 ability points (the max possible) into Intelligence, then allocate the 
remaining 5 at your discretion. 


MAGICIAN STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT CHA 
Dark Elf 60 75 90 75 83 109 60 
Erudite 60 80 70 70 83 117 70 
Gnome 60 80 85 85 67 108 60 
High Elf 55 75 85 70 95 102 80 
Human 75 85 75 75 75 85 75 
RACES 


Dark Elf. Dark Elf mages have the disadvantage of being evil, so they are not welcome in many cities. 
They have higher starting Agility than other mages, and the second highest Intelligence, plus 
Ultravision. Dark Elf mages are a great combination for players who like a challenge. 


Erudite. Erudite mages have the highest starting Intelligence of all the Magician races. This gives them 
the largest Mana pool to begin with. They have lowest Dexterity, and have the worst Agility of all the 
mage races. Note that they also have poor night vision, and that they must take a boat to the 
mainlands for more advanced hunting. 


Gnome. Gnome mages have an excellent starting Intelligence, and closely follow Dark Elf mages in the 
size of their starting Mana pool. They have the highest Dexterity of all the mage races, as well as very 
good Agility. They can see in the dark, and can eventually learn Tinkering. They are an excellent choice 
for mages who like to be unique. 


High Elf. The High Elf mage has the lowest Strength of all the races, but makes up for it with otherwise 
well-balanced stats, including an Intelligence comparable to the Gnome and Dark Elf. In addition, they 
can see in the dark and an excellent training ground is available to citizens of Felwithe. 


Human. The Human mage has well-rounded stats, but suffers from the lowest Intelligence of all the 
races. Humans do, however, have the highest Strength and Stamina. With some well-placed ability 
points into Intelligence, Humans can make a decent mage. 


WEAPONS AND ARMOR 


Weapons. As a Magician, your pets are your best weapon. However, before level 4 or when your pet is 
not around, you need your own weapons. Practice both One-handed Blunt and Piercing. You must rely 
on your skills with low-level weapons until you can afford a magic staff or magic piercing weapons. 
Because you have pets, it may not be necessary to buy a high-level weapon right away. Save your 
money to buy spells or Intelligence-boosting items. 


Armor. Robes are the armor of the mage. Upgrading your armor isn't possible until later levels. Money 
permitting, you can acquire silk armor from other players. At high levels, a mage covets a Flowing 
Black Robe or an Oracle Robe. 


GROUP 

Magicians are the master summoners of Norrath. You pull something out of nothing. You can summon weapons for corpse recovery or 
party members' pets, you can summon food and drink, and you can summon pets of your own. Magicians also pack good damage spells, 
second only to Wizards. On many occasions, groups can also count on their mage friend to reduce their enemies from half hit points to 
death in a single cast. With all mages have to offer, who wouldn't want one in the group? 

When in groups, Magicians should summon pets based on the opponents they face. When fighting NPCs that are mainly casters, the Air 
Elemental is usually the best choice: it casts spells that interrupt the NPCs' spell casting. When in groups where the Magician's pet will be 
doing a lot of heavy fighting, the Fire Elemental is a good choice: it has very low hit points but high damage output. A Fire Elemental can 
cast a damage shield on itself, so it also is useful against multiple weaker opponents. 

If you need a tank, especially while soloing, the Earth Elemental is your most obvious choice: it can take a lot of damage while rooting a 
MOB and keeping it away from you. Lastly is the Water Elemental, an all-around pet that can be used in any situation. The Water pet is 
immune to poison. Many mages prefer Water pets to Earth pets for both soloing and tanking. It's a matter of personal preference, so 
experiment to discover your favorite. 


TIP$ 


* Four different types of pets are at the mage's disposal, one for each element: Fire, Earth, Air, and Water. Each pet has specific uses, and it takes 
time to fully understand their natures. It's a challenge for a young mage to learn the proper use of pets in varying situations. 


* Pets are the main line of offense and defense for a mage, so take care of them. Get to know all of your pet commands and assign some to hot 
buttons to reduce command time. Carry all the components needed to summon a pet with you at all times. When a pet is doing your fighting, be 
sure that it has a weapon (summoned) and is buffed. This keeps it alive longer, in turn keeping you alive and safe. 


* Though Magicians are mainly casters and have pets to do their fighting, still keep up your fighting skills. Let your pet do most of the fighting, 
then come in for the kill with your own weapon. This ensures your safety if your pet fails and you must engage in close combat. 


* Mages also typically have low Strength and become encumbered quite easily, but weight-reducing bags can alleviate this problem. As with all of 
the Magician's summoned items, weight-reducing bags are No Rent—they disappear when you log out. Particular care must be exercised when 
using one, as it (along with its contents) vanishes when you camp. 


MAGICIAN SPELLS 


Level Spell Skill Type Target Description 

1 Burst of Flame Evocation Fire/Ht Target Direct fire damage to target 

1 Flare Evocation Fire/Ht Target Increases Stamina 

1 Minor Shielding Abjuration Shield Yourself Self only HP and AC buff 

l Reclaim Energy Conjuration Summon Target Banishes pet, restoring some of your Mana 
1 Summon Dagger Conjuration Summon Summoned Summons magic dagger; No Rent 

1 Summon Drink Conjuration Summon Summoned Summons drink 

1 Summon Food Conjuration Summon Summoned Summons food 

l True North Divination Vision Yourself Points character in direction of true north 
4 Burn Evocation Fire/Ht Target Direct fire damage to target 

4 Elementalkin: Air Conjuration Summon Summoned Summons air-based pet 

4 Elementalkin: Earth Conjuration Summon Summoned Summons earth-based pet 

4 Elementalkin: Fire Conjuration Summon Summoned Summons fire-based pet 

4 Elementalkin: Water Conjuration Summon Summoned Summons water-based pet 

4 Fire Flux Evocation Fire/Ht Area Area fire damage 

4 Gate Alteration Teleport Yourself Teleports you to bind point 

4 Sense Summoned Divination Vision Yourself Targets nearest summoned creature 
4 Summon Bandages Conjuration Summon Summoned Summons bandages 

4 Summon Wisp Conjuration Summon Summoned Summons light source 

8 Dimensional Pocket Conjuration Summon Summoned Summons slot pouch; No Rent 

8 Elementaling: Air Conjuration Summon Summoned Summons air-based pet 
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Level Spell Skill Type Target Description 

8 Elementaling: Earth Conjuration Summon Summoned Summons earth-based pet 

8 Elementaling: Fire Conjuration Summon Summoned Summons fire-based pet 

8 Elementaling: Water Conjuration Summon Summoned Summons water-based pet 

8 Eye of Zomm Conjuration Vision Yourself Creates eye for you to control; enables you to 
scout safely 

8 Flame Bolt Evocation Fire/Ht Target Direct fire damage 

8 Invisibility Divination Vision Target Makes target invisible 

8 Lesser Shielding Abjuration Shield Yourself Boosts AC, HP, and Magic Resistance 

8 Renew Elements Alteration Heal Target Heals your pet 

8 Shield of Fire Abjuration Fire/Ht Target Return damage to enemy when target is hit 

8 Shock of Blades Conjuration Harm Target Direct damage to target 

8 Staff of Tracing Conjuration Summon Summoned Summons magic staff; No Rent 


MONK 

"we" Monks have enviable abilities, regardless of their race. Their drive to master their bodies allows them to practice useful skills. 
They can fall from great heights without taking damage. They can heal some wounds without using bandages or spells, which 
is unique to their class. They can also fight without weapons, though tales tell of very powerful staves obtained in obscure 
places. Intelligent Monks keep all their fighting skills up to perfection, in case they have an opportunity to wield one of these 
fabled weapons. 

As a Monk ages, he or she gains the ability to hit more often, along with learning more specialized combat techniques. 
Though they are potent among the melee fighters in Norrath, the path of the Monk is not always easy. It takes skill and 
cunning to follow their path, but the rewards are great. I wish you well, young initiate, as you begin your journey to Grandmaster. 


primagames.com 


MONK SKILLS Level Skill ATTRIB UTES 

Level Skill as "S n 
ar RR : zu un " Monk should allocate the extra ability points in Strength and Agility 
NUT eee E oun 1C " 

1 2H Blunt s SAE depending on the style of Monk you want to play. 

1 Alcohol Tolerance 10 Tiger Claw Strength. The more Strength you have, the more damage you deal. 
E: 12 Block However, an awful lot of Strength-buffing items are out there. If you think 
ae. — 15 Double Attack you'll survive to get them, put the Strength allocation elsewhere. 

1 Bind Wound 17 Feign Death 

1 Blacksmithing 18 Instill Doubt Agility. Monks are damage dealers, not hit takers, so higher Agility is 
1 Brewing 20 Eagle Strike desirable. On the other hand, once you get Feign Death, you only get 
1 Defense 25 Dragon Punch/ killed if you're careless. 

1 Dodge Tail Rake 

1 Dual Wield 37 Disarm MONK STARTING ATTRIBUTES 

1 Fishing 30 Flying Kick Race STR STA AGI DEX WIS INT CHA 
] Fletching 35 Riposte Human 80 80 85 85 75 75 75 

l Hand to Hand Iksar 75 75 100 95 80 75 55 

1 Jewelry Making DISCIPLINES 

1 Kick 51 Stone Stance 

1 Mend 52 Thunder Kick RACE $ i . 

1 Offense 53 Whirlwind Human. Which is a better Monk, the shunned Iksar or the amiable 

1 Pottery 54 VoidDance Humans? Humans hit faster, and they are accepted in a majority of the 
1 Sense Heading 56 InnerFlame cities across Norrath. However, they can't see in the dark. 

1 Swimming 57 100 Fist 

1 Tailoring 59  SilentFist 

1 Throwing 59 AshenHand 
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Iksar. The Iksar are hated everywhere but their own city of New Cabilis, which makes travel difficult. They also take longer to advance in 
their disciplines than their Human counterparts do. However, the Iksar do have innate Swimming and Foraging abilities, and they have 
Enhanced Regeneration. They can also see in the dark, an ability Humans lack, and have a higher starting AC, due to their scaly hides. 


WEAPONS AND ARMOR 


Weapons. The Monk's primary weapons are his or her hands and feet. However, they can wield One- or Two-handed Blunt weapons. 
Practice both as you train in your fighting skills. Monks can find some nice staves later in life, and you'll want to be able to use them. 


Armor. Monks are tricky characters when it comes to armor. They cannot wear much armor past leather and have a weight limitation of 
15. Any weight over 15 and the Monk starts to lose AC. Monks find silk armor very appealing. Until you can afford high-level robes, stick 
to cloth or leather armor. 


TACTICS 

SOLO 

Monks are most suited to using the overpowering tactic for soloing. They are pure fighters, strong and fast. This is your only tactic for 
soloing. If your Monk gets into trouble, use Mend. While this skill is much more effective at higher levels, it immediately heals a lot of hit 
points, possibly turning the tide of the battle. With Mend on your side and an arsenal of fighting techniques, the Monk can be an excellent 
solo artist. 


GROUP 
For the first 10 levels of a Monk's life, have a healer with you when grouping. Though a Monk is melee class, his or her defense is not as 
high as a well-armored Warrior. If you act as tank, keep your healer close at hand. Otherwise assist the tank in some close melee. 

Once a Monk acquires Feign Death (level 17), your grouping role changes dramatically. After you have mastered this new ability, always 
be the scout and puller. If you encounter too large a MOB, Feign Death and the MOB will leave you alone. This makes you a puller beyond 
compare. Feign Death means no accidental trains. 

Feign Death is also good for clearing the path of hostile creatures. When entering a new area, run into a hostile area, attract the 
attention of any NPCs blocking the party's path, lead them away, and then Feign Death so the party has time to get past. 

Another trick involving Feign Death is the Feign pull. Go to a group of NPCs and attack. Lead the NPCs away a bit, then Feign Death. The 
NPCs wander off, one by one, while you wait patiently. When only one remains, get back up and lead it to the group. This tactic can be 
very useful for breaking up a spawn in a dungeon. 


TIPS 


* Because the Monk has a variety of attacks, assign them to hot buttons. This aids in quick execution of different attacks at critical points in a battle. 


* Kick it. It doesn't take long to improve Kicking skills, so throwing a few practices into Kicking isn't a bad idea. After you gain a few levels, 
accurately-landed Round Kicks look really cool and account for a good chunk of damage. 


* Weapon skills. It's tempting to totally avoid weapon skills, because you don't get any weapons stronger than your own two hands until level 40. 
However, those level 40+ weapons are well worth the preparation. Smart Monks wield a 1H Blunt weapon alongside a fist (Dual Wield), and put 
the blunt weapon back in their backpack once they max out their 1H Blunt skill for their experience level. Or put the staff or club in the bank 
when you don't need it. Whitened Treant Fists, Wu's Trance Stick, Spiritwood Club—these weapons were meant for Monks, and two of them are 
Monk-only. It would be foolish not to prepare to use them. 


* A useful skill is Feign Death, learned at level 17. This is a Monk's most important ability. It can allow them to save their entire adventuring 
party, by remaining behind while their friends escape. Feign death also allows others to taunt an NPC off you, for if your foe thinks you are dead, 
he will redirect his attention to the taunter. Constantly practice Feign Death, because many a Monk has died when his display of death was a 
little less convincing than it should have been. Practice makes perfect. 


* Mend. Like the Paladin's Lay on Hands spell, Mend is a good skill to practice during or after battle. It can be used every six minutes (real time). 
The only real drawback is that failure at low levels often results in a botched attempt and you create more damage. As might be expected, your 
chances of success improve as your skill improves. 
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NECROMANCER 


Necromancers are the masters of the dead, reaching beyond the bounds of the grave to magically manipulate their dark 
minions. Wholly dedicated to magic, Necromancers are physically weak and unable to provide much of a defense. They have 
developed spells that let them command powerful undead beings, and they have their own pets. 

Their main offensive spells focus on time-based means of dealing with their opponents. These spells generally draw on pain 
and suffering and are grounded in poison and disease, causing their enemies to suffer and perish in terrible ways. This 
mastery of torment lets Necromancers suck the very life out of their victims and heal themselves in the process. However, 
pain is a means to an end, rather than an end in itself, and a Necromancer will even inflict suffering on him- or herself to 
restore magical energies, if necessary. 


" Primas Official Strateqy Guide 


The Necromancer is one of the most difficult classes, due to the many different ways in which it may be played, but it can be one of the 
most gratifying. Because of the hostilities toward Necromancers, it can be difficult to purchase supplies without long and time-consuming 
journeys. Make friends who'll purchase supplies for you from the local stores, or you'll go hungry. 


NECROMANCER SKILLS ATTRIBUTES 


Level 
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Skill 

1H Blunt 

2H Blunt 
Abjuration 

Alcohol Tolerance 
Alteration 

Baking 

Begging 

Bind Wound 
Blacksmithing 
Brewing 
Channeling 
Conjuration 
Defense 

Divination 
Evocation 

Fishing 

Fletching 

Hand to Hand 
Jewelry Making 
Offense 

Piercing 

Pottery 

Sense Heading 
Swimming 

Tailoring 

Throwing 

Meditate 

Research 

Tinkering (Gnome only) 
Specialize Abjure 
Specialize Alteration 
Specialize Conjuration 
Specialize Divination 
Specialize Evocation 
Dodge 
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Intelligence. Intelligence is the main attribute for a Necromancer. It helps you learn most of 
your skills faster and increases your spell casting ability. It is by far the most important 
attribute to increase. 


Dexterity. This is your second-most important stat. It helps prepare the fingers for what the 
mind is going to do. 


Charisma. Necromancers need Charisma for greater success in controlling undead (those 
summoned from the world at large, as opposed to the ones they raise themselves). Although 
Charisma can be important, its value is not enough to justify taking points away from 
Intelligence. 


NECROMANCER STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT CHA 
Dark Elf — 60 65 90 85 83 109 60 
Erudite 60 70 70 80 83 117 70 
Gnome 60 70 85 95 67 108 60 
Human 75 75 75 85 75 85 75 
Iksar 70 70 90 95 80 85 55 
RACES 


Dark Elf. Dark Elves make good Necromancers, due to their innate ability see in the dark and 
good starting Intelligence. The drawback to the Dark Elves is that their race is hated 
throughout Norrath. Few vendors will buy and sell to them. 


Erudite. Erudites make good Necromancers, because they have the highest Intelligence, as 
well as good Dexterity and Charisma, which are important for any Necromancer. Erudites are 
not as hated a race and are more openly accepted throughout Norrath, but they're extremely 
limited in their choice of hunting grounds until level 8. 


Gnome. Gnomes lack the Erudites' high Intelligence, but their increased Dexterity and Agility 
almost make up for it. Gnomes can see in the dark. While Gnomes are normally racially 
accepted, most vendors will not sell to or buy from them because of their vocation. 


Human. The Humans are the most racially accepted in Norrath, and they make decent 
Necromancers. Their merely average statistics are their greatest drawback. They lack the 
Intelligence that other classes have. This is only really a problem in the early levels; as you 
gain levels you can acquire items to raise your Intelligence and Dexterity. 


Iksar. The Iksar are a good race for a Necromancer in two ways—they have good Dexterity and natural damage absorption. They also 
have Infravision, better hit point regeneration, and Foraging and Swimming, plus the other Iksar don't hate them (a common problem for 
other Necromancers). On the downside, they have lower Intelligence, as well as being hated everywhere on Norrath. 


WEAPONS AND ARMOR 


Weapons. Though a skeleton pet can act as your main offense, a One- or Two-handed Blunt weapon proves necessary early on. Keep up 
your weapon skills even after you become a pure caster so you won't miss out on all the good stat-increasing staves. Practice up early. 


Armor. A Necro's best armor is silk armor. This is made by other players in the game and is not terribly expensive. Until you can afford 
this upgrade, cloth or your initial armor works fine. At high levels, start searching for Intelligence armor—that fits a Necromancer 
perfectly. 


TACTICS 

SOLO 

Necromancers are the most lethal of all solo characters. Regardless of zone, dungeon, town, outdoor, indoor, or no door, this class can 
handle the heat. Necromancers can do every form of soloing except brute force, which you have no need of except at the earliest levels, 
before your pets become skeletal powerhouses. Experienced Necromancers, even solo, should not die very often. If you do, many times it 
will be the result of a failed skill, a fizzled spell, or a misjudged distance or creature. 


GROUP 

Necromancers can summon skeletons as their pets—the higher your level, the stronger the skeleton. When playing in a group, never be 

without your pet—it's a tough melee fighter and a big help. With the skeleton acting as your tank, cast deadly spells on your target or meditate. 
Necromancers are masters of damage over time spells. However, don't stack all of your DoT spells on the NPC at once. If you do, the 

NPC will really want to kill you and will be very hard to taunt away. Disease spells, which negate an opponent's ability to regain hit points, 

should be cast early. Before casting Fear on a MOB in a group, make sure the group is prepared, and always try to cast a darkness spell (or 

something similar) on it first. The slow, feared MOB gives your group free hits. 


TIPS 


* Use your Lifetap spells any time you've taken damage. You can't ask for better than a spell that damages the NPC and gives HP back to you. At 
higher levels, you gain more powerful spells in the Lifetap category. 


e Faction. Know who your NPC friends are, and don't kill anything that will ruin your faction with them. For instance, if you've got a good thing 
going with the Ogres at Oggok, don't kick up dirt in their neck of the woods. A Necromancer has few friends to begin with, so having a faction in 
a city is a big help. 


* Use a pet as soon as you can (level 4). Lower-level pets aren't really much use, but it's worth it to practice the spell. 


* Especially at lower levels, if components aren't a concern, keep summoning pets until you get the best one for your level. Judge the strength of a 
pet by noting how much it hits for. 


* Lower-level critter crunching goes faster and easier if you can find a tank to join you. Necros are much more vulnerable at lower levels than most 
others, and it's nice to have someone there when the Mana runs out. Once you get high enough to summon a pet that's actually useful, you 
won't need the tank backup anymore. 


* At higher levels the Necromancer gets to cheat death with both Feign Death (level 16) and Harmshield (level 20). They are the only class with 
two get-out-of-death-free cards, not to mention the power of Gate, Shadowstep, speed-reducing spells, Fear, and Screaming Terror. 
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NECROMANCER SPELLS 


Level Spell Skill Type Target Description 

1 Cavorting Bones Conjuration Summon Summoned Summons a skeleton pet 

1 Coldlight Conjuration Summon Summoned Summons light source 

1 Disease Cloud Conjuration Disease Target Gives target disease; death over time 

1 Invisibility versus Divination Vision Target Makes target invisible 

Undead to undead 

1 Lifetap Alteration Fr/Dth Target Steals life from target and gives it to you 

1 Locate Corpse Divination Vision Yourself Points you toward your corpse 

1 Minor Shielding Abjuration Shield Yourself Boosts your AC and HP 

1 Reclaim Energy Conjuration Summon Target Banishes pet, restoring some of your Mana 

l Sense the Dead Divination Vision Yourself Detects nearby undead creatures 

l Siphon Strength Alteration Debuff Target Takes Strength from target and gives it to you 

4 Clinging Darkness Alteration Harm Target Damage over time to target; slows target's 
movement 

4 Endure Cold Abjuration Shield Target Boosts Cold Resistance 

4 Fear Alteration Fr/Dth Target Scares away target 

4 Gate Alteration Teleport Yourself Teleports you to bind point 

4 Grim Aura Alteration Harm Yourself Boosts your attack 

4 Leering Corpse Conjuration Summon Summoned Summons skeleton pet 

4 Lifespike Alteration Fr/Dth Target Steals life from target and gives it to you 

4 Numb the Dead Abjuration Mind Control Target Target less likely to attack 

4 Poison Bolt Conjuration Poison Target Direct damage with poison effect 

4 True North Divination Vision Yourself Points character in direction of true north 

8 Bone Walk Conjuration Summon Summoned Summons a skeleton pet 

8 Dark Empathy Alteration Heal Target Takes some of your hit point to heal target 

8 Dark Pact Alteration Fr/Dth Yourself Drains some of your life in exchange for Mana 

8 Deadeye Divination Vision Yourself Infravision; allows you to see invisible 

8 Gather Shadows Divination Vision Yourself You become invisible 

8 Impart Strength Alteration Buff Target Boosts target's Strength 

8 Lesser Shielding Abjuration Shield Yourself Boosts AC, HP, and Magic Resistance 

8 Mend Bones Alteration Heal Target Heals pet 

8 Shadow Step Alteration Teleport Yourself Teleports you a short distance to a 
random location 

8 Vampiric Embrace Alteration Harm Yourself Steals HP from target and gives it to you 

8 Ward Undead Evocation Harm Target Direct damage to undead 


PALADIN 

* Paladins are the knights of Norrath. Part Warrior and part Cleric, they survive attacks better than the other melee classes and 
| hybrids. Paladins have high hit points and can also heal themselves when necessary. This ability to tank and heal make a 

_ Paladin a very versatile character in any situation. However, keep in mind a few things. The only offensive spells a Paladin 

1 can use for most of his or her life are only effective against undead. A Paladin can never summon food and water, and can 
never bind him- or herself—a Paladin is limited to getting a bind in select zones (usually city zones). 
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Level 
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Skill 

1H Blunt 

1H Slashing 
2H Blunt 

2H Slashing 
Alcohol 
Tolerance 
Archery 
Baking 
Begging 

Bind Wound 
Blacksmithing 
Brewing 
Defense 
Fishing 
Fletching 
Hand to Hand 
Jewelry Making 
Offense 
Pottery 

Sense Heading 
Swimming 
Tailoring 
Taunt 

Bash 
Abjuration 
Alteration 
Channeling 
Conjuration 
Divination 
Evocation 
Dodge 
Meditate 
Parry 
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Double Attack 
Riposte 
Disarm 
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ATTRIBUTES 


Strength. This affects how much damage you can do in battle and how much you can carry. Because 
a Paladin wears heavy plate armor and is mainly a fighter, have high Strength—at least 85. 


Stamina. How much damage you can endure is determined by Stamina. As a tank, you taunt 
monsters to attack you. Therefore, it's good to have high Stamina. 


Agility. This determines how much damage you take per hit. You take a lot of hits while acting as 
tank, so have an Agility of at least 75. 


Wisdom. The gods grant you spells, but you need Wisdom to cast them. Any points left over should 
go into Wisdom for Mana accumulation. Once your Paladin gets good spells, you'll want to use them. 


STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT CHA 
Dwarf 100 95 70 90 88 60 55 
Erudite 70 75 70 70 88 107 80 
Half Elf 80 75 90 85 65 75 85 
High Elf — 65 70 _ 85 70 100 92 90 
Human 85 80 75 75 80 75 85 
RACES 


Dwarf. Considered by many to be the “best” race for Paladin, Dwarves have high Strength and 
Stamina and above-average Wisdom. However, they have horrible Charisma, so everything costs more. 


Erudite. An Erudite Paladin has no real advantages over the other racial choices. You have low 
Strength and Stamina, a Wisdom a bit above average, and poor night vision. 


Half Elf. A Half Elf Paladin has average Strength and Stamina, but low Wisdom. This a great choice 
for newbies, as you have decent stats (if some investment is made in additional Wisdom) and 
Infravision. Also, you can start in Qeynos and Freeport, good newbie areas. 


High Elf. High Elves have the highest starting Wisdom of all Paladin races, but pay for this with 
their lack of Strength and Stamina. A full suit of plate would bring you very close to your 
encumbrance limit, so put most of your points into Strength. 


Human. Humans have average stats and poor night vision. While you are accepted by most races, 
and look pretty good in your armor, you are still only an average Paladin (until the higher levels, 
when you receive items that enhance your stats, making you much more effective). 


WEAPONS AND ARMOR 


Weapons. As melee fighters, Paladins have their pick of weaponry with the exception of Piercing. Most however, prefer 1HS in part by a 
few swords exclusive to a Paladin or Shadow Knight class. Although 2HS and 2HB give greater damage, a one-handed weapon permits 
you to carry a shield, allowing you to use your Bash skill. 


Armor. Paladins may wear many different types of armor. As you start, cloth and leather may be most accessible, but more options will 
open once the money comes in. Banded and bronze is a good way to start, but keep an eye out for fine plate once you can afford it. Both 
Armor of Ro and Deepwater Armor are exclusive to the class. 


primagames.com 23; 


; esp Prima’s Official Strateqy Guide 


PLAYER'S GUIDE 


TACTICS 

SOLO 

A Paladin has little choice but to attack the enemy straight on and hope to be the last one standing. A Paladin is designed for this and 
does a great job of it. You can also heal and buff yourself as you rise in levels, making it easier to solo. 


GROUP 

Paladins are a hybrid class—a cross between a melee fighter and caster. As a tank, use the Taunt skill to attract opponents to you. 
Although, if your group contains a Warrior, relinquish this job to him or her. Paladins also get heal spells and can heal and buff others 
during combat. Whatever the task, Paladins take the role of either Warrior or Cleric, depending on the group's needs. 


TIT 


* When fighting one handed and using a shield, keep an eye open for NPCs casting spells. Use your Bash skill to interrupt the NPC's casting. 


* Often going up against undead is a much better choice for soloing with a Paladin, because of the direct damage spells (some specifically anti-undead). 


* The only spell a Paladin can use before level 9 is a special ability, unique to the Paladin class, Lay on Hands. This almost completely heals a 
person of similar level to the Paladin. This can be used only once a day, but it can save the life of many a friend or stranger. 


e Paladins are popular partners with casters, especially casters who deal out direct damage. You're a wonderful tank and make an excellent taunter 
to keep the enemy off the caster. And with your AC, you don't have to worry about taking a couple of shots. You also have heal spells for mid- 
battle recuperation. 


PALADIN SPELLS 


Level Spell Skill Type Target Description 

1 Lay on Hands None Heal Target This healing spell acts as a skill 

9 Courage Abjuration Shield Target Boosts HP and AC 

9 Cure Poison Alteration Heal Target Cures poisoned target 

9 Flash of Light Divination Vision Target Temporarily blinds target 

9 Minor Healing Alteration Heal Target Heals target 

9 Spook the Dead Alteration Fear/Death Target Scares away undead 

9 True North Divination Vision Yourself Points character in direction of true north 
9 Yaulp Abjuration Buff Yourself Boosts AC and Strength 


Rangers are the “great outdoorsmen” of Norrath. Being 3/4 Warrior and 1/4 Druid, they can cast spells and fight head-to-head 
with whatever crosses their path. They Forage their own food and water, they use Tracking to find or avoid danger, and once 
they hit level 9 their Druidic side comes forth and they are granted spells. They can heal and buff themselves during 
downtime, and they can use offensive and defensive magic. 

However, being a hybrid class, Rangers are limited on both ends when it comes to fighting and spell casting. Although they 
make good tanks, Rangers don't have the armor class and hit points of a Warrior, and they are limited in what armor and 
weapons they can use. Rangers get spells much later than Druids and have a smaller Mana pool, so they can't rely too much 
on spells. They run dry of Mana far before a Druid ever would. 


ATTRIBUTES 


Strength, Dexterity, and Wisdom. Rangers are mostly melee fighter and part caster, so raise these stats first, followed by Agility, 
Intelligence, and Charisma. Most attributes are directly useful to the Ranger in some way. Use your ability points to boost whatever is low 
depending on the race you choose. As you advance, you come across spells, armor, and weapons that further boost your stats. 


RANGER 
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RANGER SKILLS 


Level 
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Skill 

1H Blunt 
1H Slashing 
2H Blunt 
2H Slashing 
Alcohol 
Tolerance 
Archery 
Baking 
Begging 
Bind Wound 
Blacksmithing 
Brewing 
Defense 
Fishing 
Fletching 
Hand to Hand 
Jewelry 
Making 
Offense 
Piercing 
Pottery 
Sense 
Heading 
Swimming 
Tailoring 
Taunt 
Throwing 
Track 
Forage 

Kick 

Dodge 
Abjuration 
Alteration 
Channeling 
Conjuration 
Divination 
Evocation 
Sneak 
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Meditate 
Dual Wield 
Parry 


Double Attack 
Instill Doubt 


Hide 


Disarm 
Riposte 
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RANGER STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT 
Half EIf 75 80 100 85 65 75 
Human 80 85 85 75 80 75 
Wood Elf 70 75 105 80 85 75 
RACES 


Half Elf. Half Elves seem to hold the middle ground in most stats, including having the highest 
Dexterity in this class. With their lack of Wisdom, many choose to boost this stat first, then distribute 
their remaining points into other attributes. 


Human. Humans start with the highest Strength and Stamina, but their Dexterity is below the other 
races. Humans are not blessed with Infravision, so traveling at night can represent a challenge. On the 
other hand, higher-level spells such as Eyes of the Cat can solve this. 


Wood Elf. Wood Elves are a very popular choice for Rangers, due to their great starting stats and 
Forage skill, plus an innate resistance to fire and cold. Their deficiencies in Strength and Stamina are 
more than made up for by their high Agility and Wisdom. Many people choose boost Strength. 


WEAPONS AND ARMOR 


Weapons. Rangers get their choice of most weapons. At lower levels most Rangers use a 1HS sword 
and shield or a Two-handed Slash weapon, whichever they prefer. However, keep up your skills in all 
forms of weaponry so you can fully utilize Dual Wield at level 17. 


Armor. Rangers can wear a good amount of armor. Wear cloth or leather armor until you can upgrade 
to banded armor. Banded remains a respectable choice into the upper 20s. Once you reach higher 
levels and are bringing in the cash, look for Blackened Iron or Blackened Alloy armor. 


TACTICS 

SOLO 

Rangers make good solo fighters due to their Archery skills plus Track, Root, and Snare. With these you 
can find exactly what you're looking for and pull only that creature. Now fighting is just a matter of 
staying alive longer than your opponent. Once you start getting direct damage spells, this becomes 
even easier. 


GROUP 

During fights, use the Snare line of spells. By casting Snare on an opponent you prevent it from running 
away and getting help from other NPCs, thus drastically cutting down the number of trains your party 
has to tackle. 

However, be cautious about using your DD and DoT spells, such as Snare and Flame Lick. You aren't 
built to take hits like tanks. The more damage you do, the harder it is for a tank to taunt the creature 
away from you to spread out the damage. Occasionally, you must stop taunting and even stop attacking 
briefly. This is especially true at high levels, when the monsters can kill you faster than a Cleric can 
heal you. 
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P3 TIPS 
; * Equip yourself. A Ranger is primarily melee class, so max out all your weapon skills. Keep an eye on any auctions going on. More so than 
CER most other classes, you're only as good as your weapons. 


inl * Grouping is a good choice for quick experience. Rangers are a melee class, so they partner well with casters; particularly Shamans and Druids, as 
(BD both are nature-based classes. The Shaman's or Druid's buffs and the Ranger's Snare and attacks are quite a combination. 


itn * Track. Track is a great skill to have. You can always find whatever you are looking for. The group benefits from your ability to locate whichever 
kind of animal you're interested in because everyone gets what they want: more experience points, more loot, and maybe that special item. 


A * Snare. Use Snare on most enemies you cross. This slows them down and prevents them from running for back-up. Snare also aids in pulling. 
Ea Snare followed by Flame Lick will have a creature following you back to camp...angry but slow, just the way you like em. 


P * Ye olde bow and arrow. At lower levels, the best way to pull creatures is to use Archery. It works like a charm, and if you learn Fletching it's not 
that expensive. You can usually find someone to sell you a bow pretty cheap near fletching places. 


* Go for double damage. When Dual Wield is available (level 17), practice it by having a dirk or dagger in one hand, and a sword (or some other 
Ca weapon) in the other. Wield the weapon with the shortest delay in your left hand. 


L4 RANGER SPELLS 
em Level Spell Skill Type Target Description 
Endure Fire Abjuration Shield Target Boosts resist to fire 
Flame Lick Evocation Fire/Ht Target Direct fire damage to target 
Glimpse Divination Vision Yourself Allows you to see almost twice as far 
Lull Animal Alteration Mind Control Target Makes animal less likely to attack 
Minor Healing Alteration Heal Target Heals target 
Skin Like Wood Abjuration Shield Target Boosts AC and HP 
Snare Alteration Speed/Travel Target Slows the target's movement 
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E ROGUE 

on) You can look at the name “Rogue” one of two ways: Rogue means scoundrel—someone who cannot be trusted—but it also 
means someone (or something) different, unhindered by the rules that govern others. How you play a Rogue is up to you. 

Rogues would be the underdogs in the world of Norrath...except that they're too sharp to fall into that category. They aren't 
strong, but they're quick and quiet and have a talent for the unexpected. Where a Warrior breaks down a door, a Rogue scales 
the wall or pries open a window. When a Paladin flourishes a sword and cries defiance at his enemies, a Rogue silently creeps 
up behind and slips a thin blade past the ribs and into the heart. 

In a group setting, no other melee class has the chance to deal as much damage in a given period of time, and with the 
support of a more traditional tank, Rogues can avoid taking too much damage. They make excellent scouts, being 
inconspicuous enough to see without being seen. 


ATTRIBUTES 


In developing a Rogue, think Dexterity, Agility, and maybe Charisma (for better prices when fencing goods). Frail races should put a few 
extra points in Stamina. Your STR, DEX, AGI and STA should all be at least 75. Remember, magical items can improve stats. 


Dexterity. Most of your prime Rogue skills are affected by this stat, so pump up your DEX. 
Agility. Good Agility translates into better armor class, which reduces your chance to be hit. As a crafty Rogue, this is essential. 


Strength. Don’t shirk on this prime statistic, as it helps determine how hard you hit. Remember that for a Rogue, a hard hit translates 
into an even harder Backstab. Besides, you'll need high Strength to carry all the loot you acquire! 
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ROGUE STARTING ATTRIBUTES 


Level 
1 


l 
1 
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Skill 

1H Blunt 

1H Slashing 
2H Blunt 
Alcohol 
Tolerance 
Archery 
Baking 
Begging 

Bind Wound 
Blacksmithing 
Brewing 
Defense 
Fishing 
Fletching 
Hand to Hand 
Jewelry Making 
Offense 
Piercing 
Pottery 

Sense Heading 
Sneak 
Swimming 
Tailoring 
Throwing 
Hide 

Dodge 

Pick Lock 

Pick Pockets 
Sense Traps 


10 Backstab 

12 Parry 

12 Safe Fall 

13 Dual Wield 

16 Double Attack 

16 Tinkering 
(Gnome only) 

18 Apply Poison 

20 Make Poison 

21 Disarm Traps 

27 Disarm 

30 Riposte 

DISCIPLINES 

53 Counterattack 

54 Deadeye 

55 Nimble 

57 Kinesthetics 

58 Blinding Speed 

59 Duelist 


Race STR STA AGI DEX WIS INT CHA 
Barbarian 103 95 92 80 70 60 55 
Dark Elf 60 65 100 85 83 99 60 
Dwarf 90 90 80 100 83 60 45 
Gnome 60 70 95 95 67 98 60 
Half Elf 70 70 100 95 60 75 75 
Halfling 70 75 105 100 80 67 50 
Human 75 75 85 85 75 75 75 
Wood Elf 65 65 105 90 80 75 75 
RACES 


Barbarian. Very strong, with surprising Agility despite their great bulk, Barbarians make excellent 
Rogues. Their large size also enables them to Slam, which can stun an opponent. The price of this 
superior physique is a slower rate of advancement, as well as a lack of night vision. 


Dark Elf. Born to the night, Dark Elf Rogues have no problem seeing in the dark. They are also quite 
agile and dexterous, as well as being highly intelligent. Dark Elves are born with the ability to Sneak 
and Hide, which only gets better as the Rogue gains in level. Their smaller frames do not lend them 
great Strength. 


Dwarf. Dwarves are strong and sturdy, as well as possessing an innate ability to sense heading and 
see in the dark. They are less nimble than any other Rogue race, though most Dwarves don't find this 
much of a handicap. 


Gnome. Small of stature, large of brain, Gnomes often follow the path of the Rogue, with very good 
results. Gnomish inclination toward things mechanical provides a unique racial ability in the form of 
Tinkering at level 16, and they re gifted with Infravision. 


Halfling. This race makes excellent Rogues, as they possess good Strength, Agility, and Dexterity. 
They can Sneak and Hide at birth, can see in the dark, benefit from one of the best starting areas in 
the game, and advance very rapidly. The only downside? Big hairy feet! 


Half Elf. Many Half Elves gravitate toward the unsavory (but rewarding!) life of the Rogue. Half Elves 
can be quite strong, agile, and dexterous, as well as physically appealing. Borrowing from their Wood 
Elven heritage, they can see well in the dark. They have the widest range of starting cities of any race. 


Human. Humans are the baseline to which all other races are compared. This means they have the 
widest range of options when choosing statistics, and no one statistic starts at a low level. They have 
no glaring advantages nor disadvantages, though lack of night vision can be problematic in earlier levels. 


Wood Elf. This arboreal race employs Rogues as scouts. Sharing the ability of all Wood Elves to 
Forage for food, drawing on innate woods lore that allows them to Sneak and Hide from birth, and 
having eyes adapted for peering through the murky forests of Faydwer, Wood Elves can boast some 
real advantages. On the downside, they are not known for great physical Strength or Stamina. 


WEAPONS AND ARMOR 


Weapons. The Rogue's deftness is a great compliment to Piercing weapons. Piercing weapons always 
have the lowest delay, making them the quickest choice for a Rogue. While concentrating on your 
Piercing, keep your 1H Slashing up to skill as well. At higher levels, there are some really nice 1H 
Slashing weapons that you might want to keep on your off-hand (once you get Dual Wield, of course). 
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Armor. The Rogue's style prohibits the use of the heavier armors available to more traditional fighting classes. For starters, look for 
banded armor and move on to more magical gear as you progress. 


TACTICS 
SOLO 
Rogues do less damage compared to other pure melee classes at lower levels, so soloing a Rogue is trickier, and it takes longer to level. 


GROUP 
Rogues make excellent party members. You can do the most single-blow damage of any class in Norrath, and your ability to Sneak and 
Hide make you a good scout. 

Don't be a target. You're a secondary melee fighter. You can't take a full assault. Let the group's tank take the damage. 

When in combat, always watch for opportunities to Backstab, because the Backstab attack delivers much more damage than a regular 
attack. Ask the rest of your group to fight on the opposite side of the enemy, to increase your Backstab opportunities. 


TIPS 


* Dual Wield. Use the fastest weapons available. When facing a caster, the goal is to interrupt the spell. 


* Stick with it. Eventually a Rogue gets to use weapons that proc, plus a little poison on the ol’ blade never hurts... 


* Player vs. Player. Be sneaky and underhanded in duels. Success depends on getting behind the opponent. People who whine about a Rogue 
‘moving too much” should be Backstabbed. People who don't turn fast enough should be Backstabbed. Anyone who challenges a Rogue to a duel 
should definitely be Backstabbed. 


* Coordinate. It's very important that your group understands about staying on the far side of the enemy from you. If they don't, don't join that 
group again! 


* Evade. Evade is based on the Hide skill. The higher your skill in Hide, the better your chances to Evade. Hide is used out of combat (avoiding 
trains, scouting with Hide and Sneak) while Evade is used in combat, to get an attacker off you. But, you can't train Evade—you just train Hide. 
Evade is handy in groups, because it works like a reverse taunt. The fighters’ taunts plus Evade usually get the MOB off you and back onto the 
tank, where it belongs. 


* Make poison. Poison is incredibly hard for a Rogue to make profitable. The necessary things are expensive and scattered all over Norrath. It's 
great if friends help out, but otherwise, it's just a very difficult hobby. Poison damage is based on the poison and your level, up to a specified max 
damage for each type of poison. 


* Pick Pocket. Failing Pick Pocket means unpleasant consequences. Always have a Plan B ready. 


* Sneak and Hide equals "invisible to undead." If you're Sneaking and Hiding you can't run—but it's worth it. After you make level 20, this 
“invisibility” is pretty consistently successful. It breaks if you attack or if someone particularly clever spies you. 


* Practice makes perfect. Backstab improves much faster in a group...and your goal is to get that skill as high as possible. Why with a group? 
Because the more creatures pulled, the more Backstabbing opportunities there are. 


* How do I know I'm Hidden? Before you Hide, /con something. If it changes to "indifferent" you know you're Hidden. If you're in a group, 
they can tell you if you're Hidden. 


* An expert Safe Faller can jump off anything and feel no pain. Just be careful when leading, because other people can get hurt by the steep dunes. 


* Practice. Improve Safe Fall by finding a steep wall at the edge of a zone, and run up and down it. Angle the approach and "bounce" or trip a few 
times on the way down. Each bump has a chance of improving Safe Fall. 
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SHADOW KNIGHT 


Shadow Knights are the most offense-directed class in the game. Everything about a Shadow Knight is focused on 
overpowering your target with the combination of Strength, spells, pets, Lifetaps, and brute force tactics. In battle, the 
Shadow Knight is a fanatic; charging into the fight to stand toe-to-toe with the enemy, ably assisted by a skeletal minion. 

Though fanatics, these knights are wise fighters and will back off to fight another day if the tide of battle turns against them. 
If they are terribly outnumbered, a well placed Harm Touch or a Fear spell may even the odds a bit or at least give them time 
to flee. Despite their power, a Shadow Knight's life is not easy, because of their dark and evil persona. Most people, regardless 
of race, shun the Shadow Knight and do all they can to rid their cities of them. 


SHADOW KNIGHT 


SKILLS 

Level Skill 

1 1H Blunt 
1H Slashing 
2H Blunt 


2H Slashing 


Alcohol Tolerance 


Archery 
Baking 
Begging 

Bind Wound 
Blacksmithing 
Brewing 
Defense 
Fishing 
Fletching 
Hand-to-Hand 
Jewelry Making 
Offense 
Piercing 
Pottery 

Sense Heading 
Swimming 


Tailoring 
Taunt 
Bash 


Abjuration 
Alteration 
Channeling 


Conjuration 
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Divination 
Evocation 

10 Dodge 

12 Meditate 

17 Parry 

20 Double Attack 

30 Riposte 

35 Hide 

40 Disarm 


ATTRIBUTES 


Intelligence. Shadow Knights are Intelligence-casters, relying on their Intelligence for the Mana to 
cast their spells. The higher their Intelligence, the more Mana they have per level. Gaining 
additional Intelligence items as they travel the world is also helpful. 


Dexterity. As fighters, all the physical stats are important to Shadow Knights, but Dexterity is all- 
important, as it determines how often they hit their opponent and how successfully they dodge 
incoming attacks. 


SHADOW KNIGHT STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT CHA 
Dark EIf 70 70 90 75 83 109 65 
Erudite 70 75 70 70 83 117 75 
Human 85 80 75 75 75 85 80 
Iksar 80 75 90 85 80 85 60 
Ogre 140 127 70 70 67 70 42 
Troll 118 114 83 75 60 62 45 
RACES 


Dark Elf. Dark Elves make great Shadow Knights. They have a decent Strength and a high 
Intelligence. These Elves can wear small to medium armor and have Ultravision. The biggest 
drawback Dark Elf Shadow Knights face is at higher levels, where it takes most of their Strength 
just to wear the extremely heavy Shadow Knight armor. 


Erudite. Erudites are the most intelligent of all the Shadow Knights, yet they lack Infravision. 
Erudite Shadow Knights can expect a hard life, particularly at lower levels where their 
unimpressive physical stats limit their development as fighters, and they face the hatred of most 
creatures in their own starting lands. 


Human. Human Shadow Knights are invariably banned from the cities and forced to live in 
underground sewer systems and tunnels. They lack Infravision, regeneration, or other unique 
abilities. However, they do have good all-around stats, and it's somewhat easier for them to 
overcome the hatred of their class than it is for their Erudite brethren. 


Iksar. With an innate control over necromantic magics and an impressive suite of racial abilities, 
including Infravision and Enhanced Regeneration, these natives of Kunark are deadly foes and 
should be feared. With a high Intelligence and the innate evil of their race, these Shadow Knights 
may very well be the most powerful of them all. Iksar have little need to venture into towns, other 
than to learn skills from their masters. Their biggest drawback is their inability to wear the unique 
armors of the Shadow Knight class, though this is somewhat offset by their high natural armor class. 
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Ogre. Their immense size and Strength give them an ominous presence, and their Strength is a bonus in many ways. Not only can the 
Ogre carry more equipment, he or she also hits much harder in later levels. Their biggest drawback is their low Intelligence, but this is 
more than made up for by their massive physical abilities. The Ogre Shadow Knight is a truly fearsome creature. 


Troll. An extremely fun combination to play, the Troll Shadow Knight is strong and hardy and has Infravision and Enhanced Regeneration. 
Their biggest downside is their low Intelligence and slow accumulation of experience, the worst of all the races. 


WEAPON$ AND ARMOR 


Weapons. A Shadow Knight is a master of all arms, so the choice is yours. One-hand Slash allows you to have a shield. There are also a 
few class-specific, 1HS weapons at higher levels. 


Armor. A Shadow Knight can wear most armor. Once you have the money, banded is the first logical upgrade and will serve until your 
20s. At high levels, the Shadow Knight gets to wear plate armor and the class-exclusive Black Shadow armor. 


TACTICS 

SOLO 

A Shadow Knight is great at terrorist tactics. When soloing, start with a Darkness spell to slow your opponent. Follow it quickly with a 
Fear spell and command your pet to attack the target. While they are fighting, chase the creature and engage it in melee by hitting it in 
the back. Recast Darkness and Fear before they elapse, if possible. Now simply bully your target to death. If the situation turns sour, 
remind the target that you are a Shadow Knight by Harm Touching the creature, which normally turns the tide. 


GROUP 
It is usually the Shadow Knight's duty to taunt your group's target away from weaker casters and onto yourself. You have the hit points 
(and armor) to take the blows. 

Shadow Knight spells are primarily offensive. Use Siphon Strength to lower your opponent's Strength while simultaneously raising your 
own. You have several DoT spells, which helps kill runners that get away. Cast DD spells, especially the higher-level ones, because they do 
damage and taunt NPCs away from your casters. 


TIPS 


* All Shadow Knights have the innate ability to Harm Touch once per day, which delivers a massive amount of damage to your target. Reserve this 
ability for matters of life or death, as you only get one each day. You also have Feign Death, which allows you to manage NPCs the way Monks do. 


* When fighting single-handed, use your shield to Bash. Bashing interrupts an enemy's casting. 
* Leveling up. Increased Intelligence gets even more useful at high levels. 


* Pet spell. Shadow Knights enjoy the double benefit of a fighter's high Strength and Stamina, plus the ability to cast spells. Once you get the pet 
spell, you become a fierce adversary. 


* Invisibility. The Invisibility spell is extremely useful. Use it as often as you can. It allows you to move around in cities and areas where you 
would be killed on sight. Of course, you can't cast Invisibility yourself (and don't get Gather Shadows until level 30), so you have to find someone 
else to cast it on you. 


* Surly guards. Hey, Shadow Knights aren't out to win any popularity contests. Pay attention when you visit a city. Shadow Knights are not 
welcome everywhere and, in fact, some city guards (such as those in Qeynos) have standing orders to kill Shadow Knights on sight. Oggok, 
Grobb, and Neriak streets are open to Shadow Knights. 
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SHADOW KNIGHT SPELLS 


Level Spell Skill Type Target Description 
! Harm Touch None Harm Target This massive damage spell acts as 
a skill 
9 Disease Cloud Conjuration Disease Target Gives target disease; death over time 
9 Invisibility versus Divination Vision Target Makes target invisible to undead 
Undead 
9 Leering Corpse Conjuration Summon Summoned Summons skeleton pet 
9 Lifetap Alteration Fr/Dth Target Steals life from target and gives it to you 
9 Locate Corpse Divination Vision Yourself Points you toward your corpse 
9 Sense the Dead Divination Vision Yourself Detects nearby undead creatures 
9 Siphon Strength Alteration Debuff Target Takes strength from target and gives 
it to you 


SHAMAN 


One of the most versatile classes in EverQuest, a Shaman does a bit of everything, 
from melee to all manner of casting. Shamans are not as good as some other classes 
at striking their enemies directly, but they are far more effective in wearing them 
down with disease, poison, and other debilitating effects. Shamans are also more 
effective than Druids at buffing themselves and others through quickness/alacrity, 
ability buffs, and utility enhancements. They also melee better than any other 
priest class. 


ATTRIBUTES 
Wisdom. As with all healers, the size of your Mana pool is determined by your Wisdom. Place as 
many skill points as you can into Wisdom. Use the remaining to boost a racial weakness. 


SHAMAN STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT CHA 
Barbarian 103 100 82 70 80 60 60 
Iksar 70 15 90 85 90 75 60 
Ogre 130 127 70 70 77 60 42 
Troll 108 114 83 75 70 52 45 
RACES 


Barbarian. Barbarians make great Shamans because they are liked among most races throughout 
Norrath. They have well-balanced stats and a decent amount of Wisdom. 


Iksar. Statistically, Iksar also make great Shamans, but they do have one huge drawback: no other 
race likes them. This prevents them from traveling much at lower levels. Their upside is that they 
start with the highest Wisdom, can see at night, have Enhanced Regeneration, and can Forage. 


Troll. Trolls make good Shamans, but they have the lowest Wisdom of all shamanic races, and 
they are hated by many throughout Norrath (although not as thoroughly hated as the Iksar). The 
upside is they can see in the dark very well and have Enhanced Regeneration. 


Ogre. Ogres are the middlemen of the Shaman class. They have the second lowest Wisdom and 
are hated in most cities. They can see in the dark and have by far the highest Strength and 
Stamina among Shamans. This gives them a greater weight allowance and maximum HP. 


SHAMAN SKILLS 
Level Skill 


1H Blunt 

2H Blunt 
Abjuration 
Alcohol Tolerance 
Alteration 
Baking 
Begging 

Bind Wound 
Blacksmithing 
Brewing 
Conjuration 
Defense 
Divination 
Evocation 
Fishing 
Fletching 
Hand to Hand 
Jewelry Making 
Offense 


Piercing 


Pottery 
Sense Heading 


Swimming 


Tailoring 


Channeling 
Meditate 
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Dodge 

Alchemy 

Specialize Abjure 
Specialize Alteration 
Specialize Conjuration 


WIWlW]w]ry 
oO[ojojoj|w 


Specialize Divination 
Specialize Evocation 
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WEAPONS AND ARMOR 


Weapons. Though Shamans aren't the best physical fighters, use a 1H Blunt weapon for the first few levels. These have good damage to 
augment your casting. Later on, 2H Blunts become useful, so keep this skill practiced as well. 


Armor. Armor is hard to come by in the lower levels because you want to keep your money invested in spells. If you do scrounge up 
enough money, invest in some good banded armor to start. Procure magical armor later on. 


TACTICS 
SOLO 
Shamans are the “jack-of-all-trades,” and until higher levels, the master of none. This limits your soloing tactics to blue MOBs most of the 
time at lower levels. Strongly consider limiting your soloing at least until you get your first pet spell. 

If you must solo, start by making sure you are fully buffed with protective and resistance spells. 

Make your first hit a DoT or weakening spell cast from as far away as possible. This may let you cast a DD spell as it charges you. 

Once you're engaged, time your spells and hit with as many as your Mana allows. Don't forget to club the enemy with your 1H Blunt 
weapon too. 


GROUP 
Buff the party with stat buffs and haste. Debuff opponents with slow spells such as Drowsy. 

You also have an assortment of direct damage spells and damage over time spells, but use these after you've debuffed the enemy and 
when the tanks have time to taunt the MOBs away. 

Selfishness is very rare in Shamans. Often, you're working to keep everyone else alive. You can wield some powerful weapons, but those 
weapons are most often used to fend off an enemy so a friend can be healed. 


TIP$ 


* Unique party role. You can play a vital role in a well-balanced party and never take the offense. Keep the Warriors strong with Strengthen and 
everyone agile with Feet Like Cat. 


* DoT the targets. You get the greatest benefit (more damage for less Mana) from a DoT spell, but be careful not to cast your AoE spells too close to 
your group. 


* Stack spells. This is especially valuable in a long combat situation. You can stack several DoT and other spells, then get out of the way to heal 
your party members. 


* Spell smarter, not harder. If your party has another magic user with ability buffs, don't overlap and waste Mana. For example, you might 
arrange ahead of time that the Enchanter buff haste while you buff everything else. 


SHAMAN SPELLS 


Level Spell Skill Type Target Description 

l Burst of Flame Evocation Fire/Ht Target Direct fire damage to target 

1 Cure Disease Alteration Heal Target Cures disease 

1 Dexterous Aura Alteration Buff Target Boosts target's Dexterity 

1 Endure Cold Abjuration Shield Target Boosts target’s Cold Resistance 
1 Flash of Light Divination Vision Target Temporarily blinds target 

1 Inner Fire Abjuration Shield Target Boosts target’s AC and HP 

1 Minor Healing Alteration Heal Target Heals target 

1 Strengthen Alteration Buff Target Boosts target's Strength 

1 True North Divination Vision Yourself ^ Points character in direction of true north 
5 Cure Poison Alteration Heal Target Cures poison 

5 Drowsy Alteration Speed/Travel Target Slows target's Attack Speed 

5 Endure Fire Abjuration Shield Target Boosts target's Fire Resistance 
5 Feet Like Cat Alteration Buff Target Boosts target's Agility 
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Level Spell Skill Type Target Description 

5 Fleeting Fury Abjuration Buff Target Temporarily boosts target's Strength, AC, 
and Dexterity 

5 Frost Rift Evocation Ice/Cold Target Direct cold damage to target 

5 Gate Alteration Teleport Yourself Transports you to bind point 

5 Scale Skin Abjuration Shield Target Boosts target's AC 

5 Sicken Conjuration Disease Target Damage over time 

5 Spirit Pouch Conjuration Summon Summoned Summons 4-slot bag; No Rent 

5 Summon Drink Conjuration Summon Summoned Summons drink 

9 Cure Blindness Alteration Heal Target Cures temporary blindness 

9 Endure Disease Abjuration Shield Target Boosts target's Disease Resistance 

9 Light Healing Alteration Heal Target Heals target 

9 Sense Animals Divination Vision Yourself Targets nearest animal 

9 Serpent Sight Divination Vision Target Gives target Infravision 

9 Spirit of Bear Abjuration Buff Target Boosts target's Stamina 

9 Spirit of Wolf Alteration Speed/Travel Target Increases target's travel speed 

9 Spirit Sight Divination Vision Area Allows target to see invisible 

9 Summon Food Conjuration Summon Summoned Summons food. 

9 Tainted Breath Conjuration Poison Target Damage over time 


WARRIOR 

"w Warriors are the epitome of a tank class. They wield weapons in both hands, wear finely crafted armor, and can absorb 

, massive amounts of damage. Warriors do not possess magical abilities, making it difficult to heal without a healer. To make 
up for this, Warriors get high hit points and armor class from the beginning. As they gain knowledge of the arts of war, they 
acquire the skills of Bash, Dual Wield, Double Attack, Parry, Riposte, Dodge, and Disarm. They are the only class that learns 
all of these combat skills, and they learn them as soon or sooner than any other class. Overall, Warriors are a fun, mighty 
class to play, allowing you to stand face-to-face with your enemy as you beat them to the ground. 
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WARRIOR SKILLS DISCIPLINES 
Level Skill Level Skill 52 Evasive 

i 1H Blunt 1 Offense 53 Charge 

1 1H Slashing 1 Piercing 54 Mighty Strike 
1 2H Blunt 1 Pottery 55 Defensive 
1 2H Slashing 1 Sense Heading 56 Furious 

1 Alcohol Tolerance 1 Swimming 57 Precision 
1 Archery 1 Tailoring 58 Fell Strike 
1 Baking 1 Taunt 59 Fortitude 

1 Begging 1 Throwing 60 Aggressive 
1 Bind Wound 1 Berserking (See Tips) 

1 Blacksmithing 6 Bash 

1 Brewing 6 Dodge 

1 Defense 10 Parry 

1 Fishing 13 Dual Wield 

1 Fletching 15 Double Attack 

1 Hand to Hand 16 Tinkering (Gnome only) 

1 Jewelry Making 25 Riposte 

1 Kick 35 Disarm 
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ATTRIBUTES 


A Warrior is brawn, not brain. Place your ability points into the following stats to make the most of your Warrior. 


Strength. This stat determines how much damage you do; higher Strength, higher damage. Strength also determines your weight 
allowance. 


Stamina. A Warrior needs to be able to take a lot of damage, so the more hit points—determined by Stamina— the better. 


Agility. Good Agility improves your armor class and your ability to dodge enemy blows. 

WARRIOR STARTING ATTRIBUTES 

Race STR STA AGI DEX WIS INT CHA 
Barbarian 113 105 87 70 70 60 55 
Dark Elf 70 75 90 75 83 99 60 
Dwarf 100 100 75 90 83 60 45 
Gnome 70 80 90 85 67 98 60 
Half EIf 80 80 95 85 60 75 75 
Halfling 80 85 100 90 80 67 50 
Human 85 85 80 75 75 75 75 
Iksar 80 80 95 85 80 75 55 
Ogre 140 132 75 70 67 60 37 
Troll 118 119 88 75 60 52 40 
Wood EIf 75 75 100 80 80 75 75 
RACE$ 


Because there are so many possible Warrior races, they're discussed here in decreasing order of Strength and Stamina, the two most 
crucial Warrior stats, to help you compare them. 


Ogre. Ogres make the best Warriors according to stats. With naturally high Strength and Stamina you can use your ability points to boost 
their relatively low Agility and Dexterity. Though Ogres are strong, their large size and faction as an evil race are great disadvantages 
when they travel outside of Oggok. 


Troll. A Troll has great stats for a Warrior, but lacks everything else. Due to racial tensions with just about everyone and a large size, 
Trolls are a chore to play. However, the benefit to being a Troll Warrior is the Troll's Enhanced Regeneration, which allows you to recover 
4HP every six seconds. 


Barbarian. Barbarians are the most popular large Warriors. Their Strength and Stamina, although higher than that of all other Warrior 
races, is still lower than that of either Ogres or Trolls. However, they are the most widely accepted of these three races and have the best 
newbie area. 


Dwarf. Dwarves make good, solid Warriors. Their Stamina lags only 5 behind Barbarians, and they have much better Dexterity. They are 
also much-liked throughout Norrath. Unlike the large races, they wear small armor (which is more readily available). 


Human. Humans are good Warriors. They have average stats across the board, so judiciously-applied ability points can turn them into 
perfectly acceptable Warriors. Their biggest handicap is poor night vision. 


Halfling. Halflings have high Agility and Dexterity. This makes them good at Dual Wielding, a skill any Warrior would do well to focus on. 
Pump the bonus points into Strength and Stamina, and you've got a Warrior who can go toe to toe with the best of them. 


Half Elf and Iksar. Half Elves and Iksar share similar key stats. While their Agility (and Dexterity) are better than most, their Strength and 
Stamina are not up to the Warrior standard without the benefit of most of your bonus points. Key differences: Half Elves are better 
accepted in most of Norrath and can wear plate armor, while Iksar have Enhanced Regeneration and higher natural AC. 
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Wood Elf, Dark Elf, and Gnome. All three of these races have poor Strength and Stamina, essential to a good Warrior. However, throw 
some bonus points into key stats, mixed with their high secondary abilities and any of these three races make interesting Warriors. 


WEAPONS AND ARMOR 


Weapons. Warriors have a wide variety of talents in the weaponry department. A Warrior can use whatever style of weapon he or she 
wants, so it becomes a player's preference. In the beginning, availability is the deciding factor in weapon selection, although Warriors 
should train in both 1H Slash and 1H Blunt so they are not limited to one style of weapon once they learn Dual Wield. 


Armor. A Warrior also gets a choice in armor. Depending on race, a Warrior can pick banded, bronze, leather, or fine plate armor. As a 
newbie, banded armor may be your best bet until you can afford bronze or fine plate. 


TACTICS 
SOLO 
A Warrior's one solo tactic is to overpower foes within a melee battle. 
When dealing with dangerous MOBs, have an escape route in mind. Key features along this escape route include the nearest creatures 
hostile to your opponent, such as guards, or the nearest zone border. 


GROUP 
Warriors are the true tanks of Norrath. You have the most hit points, your armor yields the best armor class, and your weapons inflict the 
most damage. A tank is best used to protect magic users, but you are also the first to wade into battle. 

When in a group, use your Taunt skill to attract the attention of all NPCs that your party is engaging. Kick and Bash to interrupt NPCs 
who are casting. 

You make a good puller because you have the most hit points. Unless there's a Monk or a Shadow Knight in the group, you should 
handle all pulling responsibilities. 


TIPS 


* It is easy for a Warrior to fight solo in the beginning, but as you grow older, you need the help of a healer to make it in Norrath. Recovering 
after battle is a slow process without a healer. Try to make friends with a Cleric, Druid, or Shaman. 


* Practice your Taunt ability from the start. This very important skill is needed for successful grouping. It's the Warrior's job to taunt an enemy 
away from other members (casters) in your group. 


* One of the Warrior's bonuses for taking the brunt of the beatings is the ability to Berserk. This action automatically kicks in once you have 
dropped to 30 percent of your total hit points. A Warrior then fights with greater ferocity until your health returns to 40 percent of your total hit 
points or you zone. 


* Learn your Kick and Bash skills early. A well timed Kick can interrupt an NPC casting a spell, while the Bash stuns an enemy, making it a one- 
sided fight in your favor. Both skills are extremely helpful to minimize the abuse you take while fighting. 


WIZARD 


Wizards are the undisputed masters of direct damage, specializing in making a battle quick and painless. They are the only 

| class that possess direct damage spells in all three categories: cold, heat, and magic. Wizards also get the most powerful area- 
3 effect direct damage spells. On the flip side, they are the only pure casters that do not get a pet. 

| As the Wizard gains levels and grows, so does his or her power, but at lower and mid levels, a Wizard can be very frustrating 
to play until you get teleport spells. The true challenge for a Wizard lies in acquiring the knowledge of what spells work best 
against which NPCs. Once in combat, a Wizard is a straightforward class that requires few decisions. It's a good class to play, 
but maybe a bit repetitive. 
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WIZARD SKILLS 


Level 


Skill 
1H Blunt 


2H Blunt 
Abjuration 


Alcohol Tolerance 


Alteration 


Baking 


Begging 

Bind Wound 
Blacksmithing 
Brewing 
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Channeling 
Conjuration 
Defense 
Divination 
Evocation 
Fishing 
Fletching 
Hand to Hand 
Jewelry Making 
Offense 
Piercing 
Pottery 

Sense Heading 
Swimming 
Tailoring 
Throwing 
Meditate 
Research 
Tinkering 
(Gnome only) 
Specialize Abjure 
Specialize 
Alteration 
Specialize 
Conjuration 
Specialize 
Divination 
Specialize 
Evocation 
Dodge 


primagames.com 


: Wesp Primas Official Strategy Guide 


P FIAVERCS GUIDE 


ATTRIBUTES 


Intelligence. By far the most important stat for a Wizard, Intelligence determines how fast you can 
learn almost all skills and how much Mana you will have, both of which are vital to your long-term 
survivability. Put all but 5 of your starting points into Intelligence. 


Agility and Dexterity. These are the most important physical stats, helping you survive a direct 
physical assault. 


WIZARD STARTING ATTRIBUTES 


Race STR STA AGI DEX WIS INT CHA 
Dark Elf 60 75 90 75 93 109 60 
Erudite 60 80 70 70 83 117 70 
Gnome 60 80 85 85 67 108 60 
High Elf 55 75 85 70 95 102 80 
Human 75 85 75 75 75 85 75 
RACES 


Dark Elf. Dark Elves make good Wizards. Their Intelligence is high, and they have decent Agility and 
Dexterity. They also can see in the dark better than any other race. The drawback is that Dark Elves 
are not liked by most other races. This can make their lives difficult, to say the least. 


Erudite. Erudites make great Wizards, if only because of their excellent Intelligence. None of their 
other stats are all that low, but nothing to be proud of, either. They are more widely accepted than 
Dark Elves, but lack night vision until they acquire Heat Sight (level 16). 


Gnome. Gnomes might make the best Wizards in the game. Their only low stats are Wisdom and 
Charisma (neither of which a Wizard worries much about) and Strength (which can be boosted with 5 
bonus points and various buffing items). They are accepted by most races, they can Tinker, and they 
can see in the dark. This makes them a wise choice for a Wizard. 


High Elf. High Elves make good Wizards, but their stats are a pace behind the Gnomes ' stats in nearly 
every important category. But don't let the Gnomes’ slight advantage dissuade you if you want to play 
a traditional elven spell caster. Like Gnomes, High Elves are accepted by most races and can see in the dark. 


Human. Humans are not the best choice for Wizards, but their well-rounded stats can provide a solid 
foundation to build upon. They start out with lower Intelligence, but their other stats help balance that 
deficiency. Add a few Intelligence-buffing items, and there's no reason a Human can't make the 200 
Intelligence cap in due time. 


WEAPONS AND ARMOR 


Weapons. Wizard is not a melee class, so weapons are not important past the beginning levels. One- 
handed Blunt weapons are good, but sticking to the Piercing weapon you start with won't hinder you. 
As you level higher, a stat-increasing staff will benefit you most, due to its magical abilities and boosts 
to your Mana pool. 


Armor. A Wizard is confined to using a robe with the exception of a few select tunics. You are granted a 
robe by your guild when you start. Wear this robe until you can afford a better one. Put your early 
money into spells and Intelligence-enhancing items. 


Cha pler Four Your Character ——— 


TACTICS 

SOLO 

Wizards are the masters of direct damage. The best way to use your mighty force is to Root your enemy, immobilizing it. Once it is stuck to 
the ground, unload some heavy direct damage spells. All this can be done from a distance, far from harm's way. When using your Root 
spell in combination with your DD spells, you are a force to be reckoned with. 


GROUP 

In groups, Wizards have but one role: Nuke. After you reach level 20, you can start performing group gates. When fighting, allow the 
fighters to dish out around 20 percent damage to a MOB before casting at it. Once this has happened, throw direct damage spells, but 
cautiously—too many DD spells in succession taunts the MOB onto you, which means more work for the tanks. Should an NPC aggro on 
you, don't run; running makes it harder for the tanks to taunt the enemy back off of you. 


TIPS 


* The Wizard class demands time and patience. Because your offense is based on Mana, you spend much of your life staring at a spell book 
(meditating). Do your medding between fights and always try to go into a fight with 60-80 percent of your Mana. This helps prevent getting 
stuck without Mana and no place to run. Remember, Wizards are the masters of offensive spells, although you're painfully low in hit points. 


+ When starting out, save as much money as possible. Many spells are available and none come cheap. In addition to looting, collect stacks of Bone 
Chips and Bat Wings from your newbie zones to sell to other players. This is your best source of income until you can fight well-paying enemies. 
Weapons and armor are not as important as your spells, so don't save for them right away. 


* Solo Wizards are the most notorious for kill stealing, and those who frequently use the Root'n'Nuke tactic can find themselves accidentally killing 
a target already engaged in battle. Avoid committing this sin by checking your targets before unloading spells. 


* Area effect spells are by far the most Mana efficient. However, be careful when using them. It's easy to get the attention of more creatures than 
you bargained for. Learning the proper time and place for these spells takes time, but a Wizard who has mastered them will be notorious for 
destruction. 

WIZARD SPELLS 


Level Spell Skill Type Target Description 

l Frost Bolt Evocation Ice/Cold Target Target is hit with direct ice damage 

1 Minor Shielding Abjuration Shield Yourself Boosts your AC and HP 

1 Numbing Cold Evocation Ice/Cold Area Ice-based area effect spell 

1 Shock of Frost Evocation Ice/Cold Target Cold-based direct damage 

1 Sphere of Light Divination Summon Summoned Summons light source 

1 True North Divination Vision Yourself Points character in direction of true north 

4 Fade Alteration Teleport Yourself Teleports you a short distance to a random 
location 

4 Gate Alteration Teleport Yourself Teleports you to bind point 

4 Glimpse Divination Vision Yourself Allows you to see almost twice as far 

4 Icestrike Evocation Ice/Cold Area Rains sleet on area 

4 O'Keil's Radiation Abjuration Fire/Ht Target Enemy gets return damage when target is hit 

4 Root Alteration Earth Target Sticks target to ground, immobilizing it 

4 See Invisible Divination Vision Area Allows you to see invisible characters 

4 Shock of Fire Evocation Fire/Ht Target Fire-based direct damage 

8 Column of Frost Evocation Ice/Cold Area Cold-based area effect 

8 Eye of Zomm Conjuration Vision Yourself Creates eye for you to control; enables you 
to scout safely 

8 Fingers of Fire Evocation Fire/Ht Area Area effect that emits from caster 

8 Fire Bolt Evocation Fire/Ht Target Fire-based direct damage 

8 Lesser Shielding Abjuration Shield Yourself Boosts AC, HP, and Magic Resistance 

8 Sense Summoned Divination Vision Yourself Targets nearest summoned creature 

8 Shadow Step Alteration Teleport Yourself Teleports you a short distance to a random 
location 

8 Shock of Ice Evocation Ice/Cold Target Ice-based direct damage 


primagames.com 


Sp Primas Official Strateqy Guide 


PLAYER'S GUIDE 


RACES 


Starting City: Halas 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: Slam, +10 Cold Resistance 


Class STR TA AGI DEX WIS INT CHA _ Bonus AP 
Rogue 55 30 
Shaman 

Warrior 


[ Barbarians are a large and sturdy people. They hail from the frosty northern city of Halas and 
tend to be isolationists. 
Most Barbarians become Warriors because of their awesome strength. Strength allows them to wear the heavier and more protective 
S armor. Strong Warriors deal the most damage in melee combat as well. 

s Alternately, Barbarians can make effective Shamans and Rogues. Don't let their size fool you; Barbarians can make sneaky and crafty 
ee 2 Rogues. As Shamans, they are powerful and skillful casters of their spells. 


Ex TIPS 
Pull up roots. As a Barbarian, it's relatively easy to live in other cities as long as you can make it through the wilderness. But avoid the 
ial ‘dark’ cities that are home to Iksar, Ogres, Trolls, and Dark Elves—Barbarians are KOS to them. 


7 Pound 'em. Barbarians have the innate ability to Slam their opponents, which has a chance of stunning them. Rogues especially benefit 
za from this at higher levels. 


tere! Wear steel. Barbarians can wear medium or large armor, the only race with both options. 
t 


ai Start at home. The starting city of Halas has plenty of lucrative quests, and the beasts in the nearby wilderness have a reputation for 
ee 1 carrying lots of coin. 


EX DARK ELVES 


Starting City: Neriak 

Racial Tensions: Barbarians, Dwarves, Erudites, Gnomes, Half Elves, Halflings, High Elves, 
Humans, Iksar, Wood Elves 

Special Abilities: Ultravision, Hide (50) 


Class STR TA AGI DEX WIS INT CHA Bonus AP 
Cleric 65 70 90 75 93 99 60 30 
Enchanter 60 65 90 45 83 109 70 30 
Magician 60 75 90 75 83 109 60 30 
Necromancer 60 65 90 85 83 109 60 30 
Rogue 60 65 100 85 83 99 60 30 
Shadow Knight 70 70 90 75 | 83 109 65 20 
Warrior 70 75 90 75 83 99 60 25 
Wizard 60 75 90 30 
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Abh, the Dark Elves. Twisted perversions of the Elven race, created by Innoruuk, the Prince of Hate. Their sole purpose in life is to further 
the cause of evil. 

While their high Intelligence makes them excellent Wizards, Enchanters, and Magicians, the Necromancer is the highly regarded 
profession in Neriak, the starting city of Dark Elves. This is no surprise, as death and evil tend to ride together. 

Warrior, Shadow Night, and Rogue Dark Elves are not unheard of, however. Their Agility makes them formidable fighters as well. 


TRAVEL AND FACTION 


Find the back door. As a Dark Elf, traveling to other cities is difficult. Resort to being sneaky and covert. Antonica's port cities all have 
underground caves or sewers you can use to bypass the guards at the gate. Look (or ask around) for a secret entrance hidden in the 
exterior walls. 

You can sneak into a port city and grab a boat bound elsewhere, but that usually means jumping ship as you reach the next city. (On the 
other hand, that's better than facing KOS guards.) 


Make nice. Another way to get into non-evil cities is to kill other races that are hated there. This raises your faction standing with guards 
and commoners native to that city. 

To get into Freeport, kill Orcs. To get into Qeynos, kill Gnolls. To get into Kaladim, kill the Orcs and Goblins that can be found 
throughout Faydwer. There are also several camps of named Dwarvish Rogues in southern Butcherblock who can be killed to improve 
your faction with the city Dwarves. 

To get back in good standing with the Indigo Brotherhood in Neriak, kill Elven slaves. 


Choose not to choose. Agnostics get poorer service in Neriak 
than followers of Innoruuk. However, Agnostics do better with 
most other races than followers of the Prince of Hate. Agnostics 
can sometimes get guards in Neriak friendly by getting them 
drunk. Give them bottle after bottle of red wine, and they'll 
eventually be friendlier. 


OTHER TIPS 


Disappear. Dark Elves can Hide and have Ultravision. Use both to best advantage. 


Take quiet time. Hiding comes in handy if you want to meditate for a while. However, Hiding is only a temporary way of avoiding 
creatures and should not be relied upon completely. 


DWARF 


Starting City: Kaladim 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: Infravision, Sense Heading (50), +5 Poison, +5 Magic Resistance 


Class STR TA AGI DEX WIS INT CHA Bonus AP 


Cleric 95 95 70 90 93 60 45 
Paladin 100 95 70 90 88 60 55 
Rogue 90 90 80 83 60 45 
Warrior 100 75 90 83 60 45 
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Dwarves are one of the races of little people of Norrath. They live in the underground city of Kaladim on Faydwer. While little, Dwarves 
have surprisingly high Strength and Stamina. Dwarves also start with an innate sense of direction. 

Their Strength allows them to be good Warriors and Paladins. They also excel as Clerics, thanks to their Wisdom. Rogue Dwarves benefit 
from their naturally high Dexterity. 


TIP$ 


Sense Heading. Dwarves have a great sense of direction, so use Sense Heading as much as you can early on. Learn your starting area 
before you wander out into the wild, and always know which direction is "safe." 


Paladin. The Dwarven Paladin is an often-overlooked combination. Examine the stats, and you'll see why Dwarves make great Paladins. 


ERUDITE 


Starting Cities: Erudin, Paineel 
= f| Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: +5 Magic Resistance, -5 Disease Resistance 


Class STR TA AGI DEX WIS INT CHA Bonus AP 

p Cleric 65 75 70 70 93 

- we [| Enchanter 60 70 70 

Magician 60 80 70 

Necromancer 60 70 70 

Paladin 70 75 

Shadow Knight 70 75 

Wizard 60 80 


The Erudites are the most intelligent and magically powerful race in all of Norrath. They live on the continent of Odus in the city of 
Erudin. As a race, they have concentrated on developing their intellectual prowess. As a result, they remain frail and weak. Their high 
intellect has made them a bit snooty as well. They are not loved by many because of this. 

Erudites make great Enchanters, Magicians, and Wizards because of their high Intelligence. While Erudite Shadow Knights and 
Necromancers also exist, they have been shunned from the rest of Erudin and must reside in Paineel. 


TIPS 


Max it out. The best reason to be an Erudite is playing an INT-caster. Even though you start with a very high INT, allocate as many points 
as possible to Intelligence at the outset as this determines your maximum Mana at each level. 


Blind, blind, blind. Erudites lack the ability to see in the dark, greatly limiting their powers at night. This makes the Toxxulia forest area 
quite an obstacle for low-level characters. 


Ripped. Due to their rude manners, Erudites often get bum deals from merchants in other towns. Hometown shops have their advantages. 


Get the goodies. If you chose Quellios as your deity, you can find a lot of quests at the Temple of Quellios. Some can even be completed 
more than once. 


Pick it up. Because they're so intelligent, Erudites can pick up new knowledge in no time flat. Languages? No problem. Skills? Even less of 
a problem. 


Hunting. Some Erudites prefer to do their low-level killing in Qeynos or Halas—they claim that the loot's better there. However, if you're 
an Erudite Necromancer, don't go to Qeynos directly. The guards will kill you on sight. You can, however, take a boat and dive off before it 
docks. Under the dock lies an entrance to the Qeynos aqueduct system. 
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GNOMES 


Starting City: Ak'Anon 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: Infravision, Tinkering at level 16 


: Class STR TA AGI DEX WIS INT CHA Bonus AP 
«= [| Cleric 65 75 85 85 77 98 60 30 
| [| Enchanter 60 70 85 85 67 108 70 30 
Magician 80 85 85 67 108 60 30 
Necromancer 60 70 85 95 67 108 60 30 
Rogue 60 70 95 95 67 98 60 30 
Warrior 70 80 90 85 67 98 60 25 
Wizard 80 85 85 67 60 30 


Short in stature, but tall in intellect, Gnomes have built the most unique city in Norrath. Their natural proclivity for all things mechanical 
has lead them to create a society that depends upon clockwork machines to do all of the menial work in the city. Gnomes are graced with 
high Intelligence, high Dexterity and high Agility, but suffer in both physical Strength and natural Wisdom. 

The Intelligence of Gnomes is greater than that of High Elves and is surpassed only by Erudites. Gnomish magic users (Enchanters, 
Wizards, Magicians, and Necromancers) are very powerful. While their Agility and Dexterity are not as high as that of Wood Elves or 
Halflings, Gnome Rogues are also frequently seen in Norrath. The low Strength of Gnomes makes the career of Gnome Warriors very 
challenging. Because of their low Wisdom, the same is true of Gnome Clerics. 

All Gnomes possess a natural affinity for things mechanical, and at beginning at level 16 they can exhibit this through their skill at 
Tinkering. It is not uncommon to see Gnomish tinkered bait, collapsible fishing poles, and Gnomish fireworks in your travels. Some 
tinkered objects, such as tinkered rebreather (which can only be made at high skill level) are highly sought by other adventurers in Norrath. 


TIPS 


Sitting ducks. As cruel as it seems, you can hunt at the Ak'Anon Zoo. This doesn't appear favorably in your faction record with the "good" 
citizens, but the Dark Reflection faction sure likes you afterward. 


Five-finger discount. Gnomes make good Rogues, especially if you boost their low Stamina. (Their high Intelligence helps you learn skills 
more quickly at higher levels.) 


Ten-finger talent. Practice Tinkering whenever possible as soon as you reach level 16. High-level products are valuable wherever you go. 


HALF ELE 


Starting Cities: Qeynos, Freeport, Kelethin, Felwithe 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: Infravision 


Class TA AGI Bonus AP 
Bard 70 90 25 
Druid 80 90 30 


Paladin 75 90 20 


Ranger 80 20 
Rogue 70 30 
Warrior 80 25 
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Half Elves are not exactly shunned by their community, but they are never completely welcome either. Born of a Human and a Wood Elf, a 
Half Elf will be raised in Freeport, Qeynos, Kelethin, or sometimes in the High Elven city of Felwithe. None of these towns are led by Half 
Elves or contain a significant community of Half Elves. Even the most friendly Half Elf will be an outsider to the Humans or Elves that he 
or she lives among, despite forming strong bonds with individual Humans or Elves. 

The Half Elf mixture blends the good and the bad of Humans and Elves, diluting both the advantages and disadvantages. The Half Elf is a 
well-balanced creature, as far as attributes—they fail in none, but neither do they excel in any. 


TIPS 
Career counseling. This isn't the wisest race, so avoid classes that rely on high Wisdom. 
Track for cash. Half Elf Rangers and Druids can Track. Other characters often pay handsomely for you to locate a specific creature. 


Sly and cunning. Half Elves make great Rogues. The moderately-high Agility and Dexterity make Rogue life profitable. 


HALFLING 


Starting City: Rivervale 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: Infravision, Sneak (50), Hide (50), +5 Poison Resistance, 
+5 Disease Resistance 


STR TA AGI DEX WIS INT CHA Bonus AP 
90 67 50 30 
90 67 50 30 
100 80 67 50 30 
90 80 47 50 25 


If one word could explain Halflings, it would be hospitality. No one knows where they originally come from. They appear to be miniature 
half Human/half Dwarf, hence the name Half-ling. 


Halflings make excellent Warriors and Rogues, due to their naturally high Dexterity and Agility, followed by their innate ability to Hide 
and Sneak. Small armor (the only size they can wear) is also easy to find. 

Halflings have good base Wisdom, which Druids and Clerics take advantage of. They also have been blessed with Infravision, which 
allows them to navigate through those dark forests at night with ease. 


TIPS 


Shrub-huggers. According to many players, Halfling Druids are a great race/class combination. 


Easy to miss. Halflings have good Dexterity and Agility, so they can evade shots and avoid getting hit in combat. Rogues make the 
best use of this. 
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HIGH ELF 


Starting City: Felwithe 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: Infravision 


Class STR TA AGI DEX WIS INT CHA Bonus AP 
Cleric 60 70 85 70 105 92 80 30 
Enchanter 55 65 85 70 95 102 90 30 
Magician 55 85 70 95 102 80 30 
Paladin 65 70 85 70 100 92 90 20 
Wizard 75 85 70 95 102 80 30 


The Elven people recognize three distinct races: the wild and free Wood Elves, the evil Dark Elves, and the High Elves. Dignified, heroic, 
eloquent, and intelligent, High Elves are the “nobility” of the Elven race, and their home shows that. 
High Elves have naturally high Wisdom and Intelligence making them great casters. 


TIPS 


Sharp as daggers. High Elves are true masters of magic because they possess both high Wisdom and Intelligence, something no other 
race can claim. 


Frail as toothpicks, Learn to travel light. Your frail back just can't take any excess weight. Try to find a weightless container as soon as you can. 


Faction. Faction standing can be a problem for High Elves who wish to visit darker cities associated with Iksar, Ogres, Trolls, and Dark 
Elves. On the flip side, High Elves don't have the faction problems that Dark Elves do. Humans find you dubious, Dwarven merchants 
don't really like you, and Gnomes don't especially like conversing with you, but they won't kill you on sight. Most High Elves are killed on 
sight at Cabilis, Grobb, Neriak, and Oggok, but if your nature is rather dark, you might get in by killing the right enemies. 


HUMAN 


Starting Cities: Qeynos, Freeport 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: None 


Class STR TA AGI DEX WIS INT CHA Bonus AP 
Bard 80 75 85 75 85 25 
Cleric 80 75 75 75 75 30 
Druid 75 75 75 75 75 30 
Enchanter 75 75 75 85 85 30 
Magician 75 75 85 75 30 
Monk 80 85 85 75 
Necromancer 75 85 75 

Paladin 85 75 85 

Ranger 80 75 75 

Rogue 75 85 75 
Shadow Knight 85 75 80 
Warrior 85 75 75 

Wizard 75 75 75 


primagames.com 


i 


cS) Primas Olficial Strateqy Guide 


Humans in Norrath are the yardstick by which all other races are measured. More importantly, Humans exhibit a number of good charac- 
teristics that make their selection as a first character a viable option. Though visually challenged at night, Humans enjoy a balanced stat 
distribution and the ability to be nearly any class. Shaman is the only excluded class, because Humans are too sophisticated to take part 
in witch-doctor ways. 

The many choices offered to Humans might be confusing to a beginning player. Don't worry. Thanks to the well-rounded abilities of 
Humans, simply pick a class to play, read the overview of that class, and jump right in without worrying about stats until you become 
more familiar with the game. 


TIPS 


Allocating points. Humans are about as middle-of-the-road as you can get. That's not a bad thing, it's just a starting place. Lots of items 
help buff your key attributes once you've allocated your bonus points. 


Monks. Humans are one of only two races who can become Monks (along with Iksar). They're the only Monks who don't have major 
faction issues. 


Night blind. One major disadvantage to being Human is the lack of night vision. If you want light as a low-level character, you have to 
carry a lantern, Fire Beetle Eye, or some other light source. At higher levels, you can gain items or spells that help you see. Remember 
that No Drop candle, and don't worry about using it up. It lasts forever. 


IKSAR 


Starting City: Cabilis (New Sebilis) 
Racial Tensions: All 
Special Abilities: Infravision, +5 Heat Resistance, -10 Cold Resistance, AC +12, Swim (100), 
Forage (50), Enhanced Regeneration 


STR TA AGI DEX WIS INT CHA Bonus AP 
75 75 

Necromancer 70 

Shadow Knight 80 


This reptilian race inhabits Cabilis, a city in the middle of the newly discovered continent of Kunark—newly discovered to the rest of 
Norrath, that is, as the Iksar have been there all along. 

Although the Iksar's unusual skin gives them regenerative abilities and a higher natural AC, one drawback to being covered in scales is 
the inability to comfortably wear plate armor. 

Iksar have natural damage absorption and are more resistant to heat, although they are more susceptible to the cold. Iksar are excellent 
swimmers. Iksar also have a natural ability to Forage, and while they never become good at it, it keeps them from starving. 

Heat-based night vision lets them see in the dark better than Humans, though not as well as Dark Elves. 

As a young Iksar in Cabilis, you start out far from the familiar hunting grounds of Antonica or Faydwer, and you should not plan to visit 
there any time soon. Cleave to your homeland, for there's enough adventuring in just the four areas surrounding the city to fuel your rise 
to 30th level, and even beyond. You are the only race truly at home on Kunark, so take advantage of it. 


TIPS 


Grow another one. Iksar have Enhanced Regeneration. Like Trolls, they're hard to keep down. Iksar regenerate twice as fast as any other race. 


Aqua lizard. Iksar are excellent swimmers, right off the bat. Keep in mind that even though some port cities have underwater entrances 
(e.g. sewers), the races residing within aren't friendly. 
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Know the score. Iksar are a remarkably well-rounded race—not short, not weak, not night-blind. Their Monks have an alternate skill (the 
Tail Rake) and can Dual Wield. 


Forage. Lizards aren't particular about what they eat, or rather, what they like isn't too hard to find. Living off the land is much better 
than trying to buy provisions from foreign merchants who all hate Iksar. 


Train the tail. Iksar are the only ones who can flail a tail, so work it for all it's worth. 


Stay at home. There are many quests and lots of hunting in Kunark. Curious Iksar should be certain they're ready to face a hostile 
world—in a large group—before leaving Kunark. 


Don't trust anyone. Just because an Iksar is a “dark” race, it doesn't mean that other dark races are friendly. Nobody likes you, and you 
don't like anyone else. 


Put it off. Avoid the Dreadlands and the Frontier Mountains—neither place is safe for a young Iksar. 


OGRE 


P Starting City: Oggok 
m Racial Tensions: Barbarians, Dwarves, Erudites, Gnomes, Half Elves, Halflings, High 
Elves, Humans, Iksar, Wood Elves 
Special Abilities: Infravision, Slam, -20 Heat Resistance, Enhanced Regeneration 


Class STR TA AGI DEX WIS INT CHA Bonus AP 
Shadow Knight 140 127 

Shaman 

Warrior 


Physically the strongest of all of Norrath's races, the Ogre is naturally a Warrior-based race. While their Wisdom and Intelligence are low, 
they retain sufficient amounts to become Shamans and Shadow Knights. 

Being physically stout, Ogres can survive more hits and deal out more damage than other races. Unfortunately, their large physical 
stature is a hindrance in close quarters. 

Although there aren't formal battles waged, or borders drawn, it is common knowledge that Ogres cannot enter the cities of the "good" 
races without first proving themselves to those races. Sometimes this is at the cost of banishing themselves from their own homelands. 
Ogres have a good relationship with their neighboring Trolls, and a tentative relationship with Dark Elves. 


TIPS 
Strong but slow. Ogres have the highest base hit point value, which means they can absorb a lot of blows. However, Ogres aren't so 
hot at evading. 


Play porter. Ogres can carry an amazing amount of loot. Make friends with powerful casters by offering to carry their extra stuff. 
Bash ‘em. Ogres can naturally Slam their opponents, and can greatly improve the effect of their Slam by Bashing. 
Got problem wit dat? Ogres have a small vocabulary, which is a lot of fun to roleplay. 


Train at home. Don't travel beyond Oggok, Grobb, and Neriak until you've leveled up a bit—merchants elsewhere don't like to sell to you. 
Some NPCs will even kill you on sight. 


Gotta hate stumpies. Other races can improve their standing with Ogres by smashing up Dwarven slaves in Crushbone. 
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2 : : : Starting City: Grobb 

Racial Tensions: Barbarians, Dwarves, Erudites, Gnomes, Half Elves, Halflings, High 


Elves, Humans, Iksar, Wood Elves 
Special Abilities: Slam, Infravision, Regeneration 


Class STR TA AGI DEX WIS INT CHA Bonus AP 
Shadow Knight 118 114 83 75 60 62 45 20 
Shaman 108 114 83 75 70 52 45 30 
Warrior 118 19 88 75 60 52 25 


Trolls excel at being strong and sturdy. They have natural regenerative ability, as well as the Slam combat skill. Along with this physical 
prowess comes physical bulk, however. Trolls can be Shadow Knights and Shamans as well as the obvious Warrior. 


LAPS 


Keep coming back. Trolls regenerate health amazingly fast. This reduces down-time between fights. 

Surprise Slam. Trolls have Infravision and can Slam their night-blind opponents. 

Bash em. Trolls, like Ogres, can naturally Slam their opponents, and can greatly improve the effect of their Slam by Bashing. 

Ultra tank. In the Strength and Stamina department, Trolls are surpassed only by Ogres. 

Ultra dumb. In general, Trolls learn skills more slowly than other races. This should come as no surprise, given their lack of Intelligence. 


Slaughter and scavenge.The Innothule swamp near Grobb is a good source of loot, especially if there are high-level characters around. 
Many of those who stick around would rather give away useless goods than go visit a merchant to sell them. 
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WOOD ELF 


Starting City: Kelethin 
Racial Tensions: Dark Elves, Iksar, Ogres, Trolls 
Special Abilities: Infravision, Forage (50), Hide (50) 


Class STR TA AGI DEX WIS INT CHA Bonus AP 
Bard 70 65 95 90 80 75 85 25 
Druid 65 75 95 80 90 75 73 30 
Ranger 70 75 80 85 1D 75 20 
Rogue 65 65 90 80 75 75 30 
Warrior 75 75 80 80 75 75 25 


a 
The Wood Elf city is high within the treetops of Greater Faydark. The only way onto the city, and the only safe way off, are by mechanical 
lifts that they've constructed. The city itself is made of platforms connected by wooden ramps and bridges. 
The Wood Elves do not seems as regal as the High Elves, and certainly are not as arrogant nor dignified. Many Wood Elves have even 
had children with Humans—something High Elves would never do, feeling that to mix their blood would dishonor their mother, Tunare. 
Wood Elves are one of the more Agile and Dexterous races, which provides an excellent basis in several classes. Although they have only 
a few classes to choose from, they fill those roles well. Wood Elves make wonderful Bards, Warriors, Druids, and Rangers. 


TIPS 


Don't look down. Wood Elves live in a treetop city. Take care not to fall off any ledges. A fall will kill you until you gain a few levels and 
increase your maximum health points. One way to keep an eye on the ever-present ledge is to pan your view down slightly. 


Hand-me-downs. Wood Elves can wear both small and medium armor. This can be an advantage, because other races often accidentally 
buy armor sizes they can't wear. What better way to get it off their hands than to hand it over to a friendly Wood Elf? 


Weight balance. Because of your weight limitations, you often have to choose between carrying equipment to protect yourself or staying 
light enough on your feet to run. 
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DIVING IN 


a few days during the times you're most likely to play, then decide which server you like. Want suggestions on which server to choose? We 
have three approaches, so we'll give you all three: 


Go low. Usually, it's more fun to play on newer servers with lower populations. Even a low-population server will have enough people to 
play with, but it will be less crowded, and there is more likely to be a tighter community on such a server. 


Find the crowds. On the flip side, older servers with lots of established players can be a source of reward and wealth. What better way 
for a level 30 Paladin to unload a rusty two-handed blade or old armor than to give it to a newbie character for cheap? What's 5pp 
(platinum pieces) to a character with hundreds of plats? Be nice, play nice, and make nice, high-level friends; it's worth the effort. 


Split the difference. Go for the mid-range of server age and population. On medium-populated servers, it's easier to put together the 
group you want than it is on the less populated servers, and there are more people willing to help you out with quest suggestions, tips, 
and the like. Furthermore, you have better odds of camping the spawn you want without having to wait for a turn than you would on an 
older, more crowded server. 


THE CONSENSUS 


Choose the server with the lowest average population at the times you're likeliest to play, unless one of the following holds true: 


* You have friends who already play EverQuest and want you to join their server so you can play with them. 
* You're a diehard PvP'er and want to jump onto one of those servers. 

* You have hopes of joining a prominent guild or roleplay community on a particular server. 

* You want to play with others whose first language IRL (in real life) is the same as yours (non-English). 


OTHER CONSIDERATIONS 


Sprechen Sie Orc? Despite the vast array of in-game languages, players sometimes find it difficult to communicate with players from 
other countries. Players from outside the United States should check around to find servers containing other players of their nationality. 
For instance, Veeshan has a relatively high number of Asian players, and Solusek Ro is home to many German players. The Karana server 
has a high population of French players. Tunare has a large international contingent (as do many of the older servers), including strong 


representation from Taiwan and Hong Kong. 
PvP? All players are automatically enabled for PvP combat on four of the servers. Rallos Zek has free-for-all PvP, with the ability to loot 
items from the people you kill. Tallon Zek and Vallon Zek are team PvP servers, with coin loot only. The newest PvP server is Sullon Zek, with 
| TES teams based on deity worship. 
Co an 
rs Find your own. Some servers have been adopted by certain groups. For example, Fennin Ro was the first to be designated an immersion 
oS roleplaying server. 
Ex Search the web for the groups you want to join (see "EQ Online Sites" to get started). For example, if you want to play on a server with a 
EN lot of German players, search the German sites and see if they have a preferred server. 
[E Ask other players, poke around on the message board forums, and then select a server. When it comes to grouping and leveling up 
Em quickly, it pays to make a lot of friends who are near your level, regardless of the server you choose. 
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GETTING SET VP 


When you've picked your server and chosen your character (See "Creating a Character") it's time to set up your interface for maximum 
efficiency. 


pe designated auto-attack, and click 


VIEWS 


There are three user-interface views for players in EverQuest: Use {Fi0} to cycle through them. 


e Full-screen. You see all the action with no interface at all except for important messages, such as “Loading, Please Wait..." or “You are 
dead.” You need to be very familiar with keyboard commands to use this view effectively. 


e Half-screen. This is the most-used setup. All action is still visible, but the most important interface buttons are available. Text flows across the 
bottom of the screen. 


e Interface screen. You default to this set of screens after character creation. This is the view where you can open character inventory, see 
character skill levels, etc. 


Tech it up. The Options screen includes options that may make it easier to see at night, depending on what race you're playing. Some 
races (Elves, Dwarves, Gnomes, Iksar, Ogres and Trolls) have special night vision abilities, but others (like Erudites) are blinder than bats 
at night. The Gamma slider can offset that problem by making things a bit brighter for Voodoo® card owners. 


Pan around. Those pesky little creatures in the newbie garden are often short and hard to keep track of during an attack. Players learn 
early that panning the view helps tremendously. Press (3} and [9], and hold down the right mouse button to pan the view. | 5 | re-centers 
the view. Panning also works well when swimming underwater. The character swims in the direction the view is pointing. 


CUSTOMIZATION/OPTIONS 


Not every player enjoys the same interface, so EverQuest includes options to tailor the game to your preferences. For example, you can 
re-map keyboard commands. (See the EverQuest manual.) Check out the Options menu for choices, such as Mouse Look. 


HOT BUTTONS 


Hot buttons make life on the run a bit easier. The first step is to open the Abilities window and assign all available skills to the Macro buttons. 


Mapping the buttons. Now click and hold on a frequently used button. A copy of the button “floats’ on the cursor and can be dropped 
into an empty slot on the left side of the interface screen, the hot buttons. Any clickable button (except Meditate) on the interface and any 
inventory slot can be copied onto an empty slot. You can then press that hot button whenever you need a particular attack, spell, chat 
message, or other function. 


Combat. Combat attacks and other offensive skills are used more than most other buttons, so copy all of those onto hot buttons from the start. 


Organize. There are six hot button "banks" Each bank consists of six slots—that's 36 slots for buttons. Click the small number above the 
slots to change banks. Alternately, hold and press 1-6. Use the different banks for different occasions. One might be dedicated to 
non-combat actions (Walk/Run, Camp, Sit, Hail) while another holds spells or combat attack types. 


-6 keys on the keyboard (not the keypad). The mous 
an be slow and inaccurate in tight situations. Use the 
mber keys to quickly those buttons. 

sel tae Righ 
Hot button groups do not carry over to other : ick User Defined 1 Non i 
characters. For example, you can set up hot 
buttons for spell casting characters differently 
from Warrior characters. 


EXAMPLE: BARD 


Consider a set of hot boxes for quick access to useful Bard songs, one each 
for melee weapon and instrument changes, and a third one for traveling. 

Suggested organization: Set up your most frequently used spells on hot button group 1, weapons and other often-used items on hot button 
group 2, and a set of items used when traveling on hot button group 3. Of course, you should organize your hot buttons to fit your playing style. 


STRAFING WORKAROUND 


There is no Strafe left or Strafe right key in EverQuest. There's not 
a lot of use for strafing, because since you m a target and 
start swinging. However, you can hold down | ctr! | (the default 
Strafe key) and use the Turn Left and Turn Right keys to strafe in 
that direction. You can also use the right mouse button (“mouse- 
look") and use the right and left arrow keys to strafe right or left. 


TEXT MACROS 


You can set up 12 Social buttons for the most commonly used text commands, such as controlling pets, dialog during battle, emotes, etc. 
Right-click on a Social box to bring up a dialog box. Type in a short description, multiple commands, and/or spoken text. You can have up 
to five messages (one on each line) per macro. 


EXAMPLE: NECROMANCER 


You type in: 
/pet attack 
/say I command thee to kill! 

Characters around your Necromancer will “hear” the /sa y and then see the pet respond and attack. 
Limitations: /say disables other /say or generic / commands on the three lines following it. The exception to this rule is the use of 

/groupsay (/gsay), /guildsay (/gu), and /shout. Play with the macros to get a feel for how they work. 
Try lines like this: 
/pet guard me 

/say Deathfang, to my side! 
i :snaps his fingers. 
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THE BASICS 
ROLEPLAYING 


Immersion roleplaying. One of the best ways to have a good time in EverQuest is to assume the personality of a certain race and class. 
Come up with good background stories, and stick to them. Don't worry about what other players think, even if they're all ROFL—nearly 
everyone appreciates a player who takes the time to create an interesting personality. 


Make a description. To create your own description of your character (physical, social, or whatever), right-click on your character's 
picture (in a camera view) and type in the description. If you enter /roleplay, your name changes from dark blue to purple, and 
anyone who right-clicks on you sees the description you typed. Also, your character no longer shows class or level to a /who command. 


Think like an Iksar, or whatever. Being a good roleplayer means getting into character. Leave your real personality behind and be 
consistent in your tone and actions. Before long, you'll be spending time in your real life thinking about your fantasy life! 


Pick an easy name. Here's an important one—keep your name simple! Remember, other players who want to say anything other than 
“Hey, you!" must type it in by hand. Feel free to make it match the character's background or personality...just keep it relatively short and 
easy to spell. Other players will appreciate it. 


Give some slack. Get to know other players before judging them. Just because someone comes across as brash, rude and insensitive doesn't 
make him a mean person. Talk, ask questions...who knows what will surface after a few deep conversations over a couple of ales. 


Stay off-channel. Don't overuse /shout and /ooc. For offline discussions with other players, try /te11 and starting the line ooc 
without the “/” to let that player know your comments are out of character. 


Stay local. Keep idioms local to Norrath. The same goes for insults, etc. 


Spin control. Roleplaying a certain race may make your character hostile to certain other races. That's a good thing, and makes the 
Norrath experience more compelling. However, if your language is going to be very ‘sharp,” or your targets seem to be taking offense for 
real, you might want to drop out of character momentarily and /te11 them that you are teasing or insulting them in-character only. 


TIME 


Time flies at a manic pace in EverQuest. Expect to see many days go by in Norrath per one 24-hour session. 

The /time command lets you know what time it is in Norrath and what time it is in the real world. 

When your character camps and exits the game, time screeches to a halt. It still progresses in the game world, but when you return, 
everything is the same (your character's health, fatigue, location, etc.). 

The only thing exempt from standstill time is a character's corpse. After death, the corpse clock starts ticking. How long the corpse takes 
to decay depends on the character's level, and whether the player is still logged into the game. Higher-level corpses last longer, and 
young corpses don't last long at all. (See “How long will my corpse last?") Don't log out after dying! 


TRAVEL 
THE /1oc COMMAND 


The first number indicates how far north or south you are. Positive numbers indicate north, and negative numbers indicate south. The 
bigger the number (ignoring negativity), the farther north or south you are. 

The second number indicates how far west or east you are. Positive numbers are west, negative numbers are east. 

The third number, often ignored, is altitude. Positive numbers are higher altitude than negative numbers. 


CLOUD DIRECTION 


Clouds head east to west, which is an enormous help in figuring out directions. 
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MONEY 


Baby bread. The best way to earn money at the start is to go 
out and kill small game, then sell the loot to merchants in the 
city. This should yield enough to keep a new character fed, 
watered, and clothed through a level or two. 


Change out your cash. Don't carry copper and silver if you 
can switch it for gold. Keep your extra cash in a bank, 
preferably close to a good source of equipment you intend to buy. 


ITEMS 
FOOD 


Despite differences in price, no type of drink lasts longer than any other. Alcohol does not count as drink. 
For food, right-click on it to read the description. A snack isn't going to last as long as a meal, and a meal doesn't last as long as a hearty meal. 


ITEM ACQOVISITION 


There are four ways to get items in Norrath (besides 
being handed one from another player-character). 
Each has different difficulty levels and reward values. 
Learning how to get these items is one of the 
enjoyable challenges of EverQuest provides. 


CAUTION: Like in real life, avoid drinking a lot of alcohol in dangerous 
places. Alcohol reduces your Intelligence and Wisdom; very bad for casters. 


In addition, your movements become unpredictable and your vision hazy. If 
you drink too much, you might fall off a cliff in a drunken stupor. 


SHOP GOODS 
The most straightforward method is simply buying the item. Hundreds of vendors in EverQuest sell not only the store's own inventory, but 
also many items (including equipment) that other player-characters have sold to them. If you have the coin, this is a simple way to get the 
basic items you need to survive. This is also the most expensive way to go, because NPCs charge more than PCs do. 

The best bet when buying goods is to tap into the large player-driven economy of EverQuest. In many cities you will find items for sale in 
the /auction channel. Learning the ‘street’ value of items before purchasing or selling them takes a while to get used to, but many 
players take pride in making money simply through trade. 


LooT 

The next easiest means of item acquisition is through treasure. Simply defeat an NPC in battle, and whatever prize the NPC is carrying 
shall be yours. Knowing where to find the most desired items in the game comes from much exploration. Some items can only be won, 
and have great stories behind them. 


HANDMADE ITEMS 
Making items by using your trade skills can be confusing at first, but the effort is worth the potential for profit. Characters who have 
practiced the right skills can make armor, jewelry, bows, and many other items. 


CAUTION: NPC vendors won't buy an item for more than they can sell it for. 
Therefore, you cannot always make items and sell them to vendors for a 


profit. You profit by selling things to other player-characters, not NPCs. 
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QUEST ITEMS 
Questing is what makes EQ as great as it is. There are many varieties of quest items—from things that a new player might consider 
disappointingly average, to the incredible Fiery Avenger sword for Paladins. Learning, adventuring, and completing quests are elements 
that players learn to love. New quests are added by the 
developers to the game all the time, and the first players 
to figure them out may become part of Norrathian history. 


ems and parts of a quest are — — 
no-drop," which means that there are no shortcuts, or. | 


IWINKING that the final item will never be able to leave your 


If you twink, expect to get flak from people who don't 
agree with twinking (see "Jargon Glossary"). Long-time 
players have a pretty good idea what equipment can be had at different levels, so if you show up with something you probably shouldn't 
have, they'll know it. 


OTHER TIP$ 


New weapons. Check for new weapons—especially class-specific weapons—that may be added from time to time! 


Containers. One backpack takes up one inventory slot, weighs three pounds, and provides eight slots—for three pounds, you gain seven 
slots. On the other hand, a large sack takes up one slot, weighs one pound, and provides six slots, giving you an extra five slots. So, for the 
weight of one backpack, you can have three large sacks—15 extra slots instead of seven! If your character has low Strength, and therefore 
low encumbrance, it is much more efficient to carry sacks than a backpack. However, if weight and encumbrance are not issues for your 
character, carry several backpacks; you will need to make fewer trips to the vendor to convert your loot to cash. Always leave one or two 
inventory slots empty for over-sized loot. Also, always have an idea of how much space you have remaining so you're not surprised by the 
“You don't have space in your inventory for that item" message. 


Take just one. Control-click on a stack in your inventory to extract one item from the stack. This is invaluable for practicing trade skills. 


Dungeon loot. For characters at higher levels, good loot can be hard to come by. The less populated places—especially dark, dangerous 
dungeons—yield valuable items more often. Risk-taking is part of the game— players who want better stuff have to take more risks. 


The old-fashioned way. Most of the time, class-based quests yield pricey items more often than the “hunt what's around—kill it—loot it— 
sell it" method does. Quests that are specific to an occupation (Monks, Necros, Warriors, etc.) are fairly intricate and send characters 
scurrying around all over the place. Valuable things are acquired with lots of effort, not lots of platinum. 


Pal around. Group, group, group for profit! The more characters that can help out at a camp site or on a quest, the better. It's much more 
efficient for a group to help its individual members than it is for each character to go at it solo. A group can help a character earn more 
money and better items in less time. 


Be nice for profit. At newbie levels, it's tough enough to support oneself and stay stocked up on food and drink. It gets a bit easier as 
characters reach higher levels (mostly because harder creatures give out better loot), but good equipment still has a heavy price tag. A lot 
of higher-level characters have more cash than they need, and they go through periods of generosity. It never hurts to look nice, hopeless, 
and poor in front of a rich crowd. Of course, it also never pays to annoy higher-level characters who aren't in a generous mood. You never 
know when they might be in a position to help you out with a buff or a bind, and you don't want them to remember you as a pest and 
decide not to help. 


Stay-ability. Focus items are like non-perishables—you need them to cast spells, but they don't vanish afterwards. For instance, some 
spells require a Fire Beetle Eye. Once the spell is cast, the eye remains intact in the caster's inventory. 


Fun. Until your character reaches level 5, you don't lose experience points when you die. Therefore, an adventurous new character might 
want to put all valuables (such as your money and what your guildmaster gives you) in the bank and go exploring. Norrath is a big world, 
and it's worth spending a while to get out and become familiar with it before diving into serious character-building play. 
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EXPERIENCE AND LEVELS 


XP disparities. Killing monsters in one zone can provide more experience than killing the same monster in another zone. Some zones 
award more experience than others, or give more experience for MOB fights. 


Grouping for gain. In nearly all cases, grouping helps you level up faster. Bonus XP is awarded for full groups of six members. 


The bleeding obvious. After level 5, dying costs you experience. This XP loss grows as you level up. To level up, try not to die. This means 
you must develop strategies and play with people you work well with. 


Common misconceptions. There are beliefs that caster MOBs give more XP than fighter MOBs, or that higher HP MOBs give more XP 
than lower HP MOBs. Neither is true. MOBs give XP based on their level, and whether they are dungeon or outdoor MOBs. (Dungeon 
MOBs give slightly more XP than outdoor MOBs.) However, two outdoor MOBs of the same level give the same XP. regardless of their 
toughness or class. A level 35 sabretooth tiger gives the same experience as a level 35 cockatrice. 


DYING 


Dying is not the end of existence on Norrath. Most characters have died several times by the time they reach level 10, so don't agonize 
over dying when you start playing EverQuest—just get up, go find your corpse (if you had anything useful you want to retrieve) and get on 
with your life. In fact, until level 4, dying gives you back nearly everything you had at the start. New food, new drink, and a new little PvP 
book. That's the best time to go exploring. 


Binding. Binding refers to the spot where your character spawns when you die. Beginning at level 12 (pure casters) or 14 (pure healers), 
casters can bind themselves and other characters. Classes that never get Bind Affinity must find a caster to bind them to a new location. 
Casters with the spell can bind themselves at almost any point on Norrath, but some of the most dangerous places will not allow binding 
for anyone. 


Self-looting. Dying isn't fun, but at least you have one advantage—you're the only one who can claim the valuables off your dead body. 
Bodies aren't always easy to find—especially if you were lost before you died. So, some people choose to leave coins and valuable items 
that they won't need on their current adventure in the bank if they're about to venture into dangerous or uncharted territory. 

You can give the /consent command (followed by another character's name) upon spawning. This can be handy if your re-spawned 
character is miles away and the rest of your group is standing over your original dead body. This also allows another character to drag 
your corpse to a location that is accessible to you or a Cleric who can resurrect you. Be careful who you trust with your mortal remains— 
characters of much higher level than yourself, people you know, and members of your group are your best bets. 


Corpse-dragging. If a corpse seems irretrievable because of its location, use /corpse to move the body to a better place. /corpse 
allows you to summon your body to your feet from a short distance. It's useful if the MOB that killed you is still standing over your 
remains. Get as close as you can without being detected and if you're close enough /corpse will bring you your body. 


How Long Will My Corpse Last? 


Levels Length of Time 
All Levels If you have no items on your corpse, it 
disappears within three minutes. : : : 
1-5 Corpse disappears within 30 minutes (real eue of time 0i spend online while a corpse is 
time) whether online or offline. : is proportionally subtracted from the amount of 
6+ Corpse disappears within 24 hours if you are 


online (being at the Character Select screen 
counts as online). Corpses disappear at the 
end of one week if you are offline. 
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COMBA 


Skill balance. Fighters, if you are going to switch types of weapons, practice your 1H and 2H skills in equal increments so that you keep 
them approximately the same level. If the disparity is too great, you might get in trouble during battle if you aren't sufficiently skilled with 
the weapon you need. 


Interrupting spells. Stun spells and Bash interrupt caster MOBs. This is a very important tactic that a good fighter (Warrior, Paladin or 
Shadow Knight) must master, and a good caster (with the appropriate spells) must know. For the fighter, save your Bash until you see the 
MOB begin a spell, and then try to hit with the Bash. If you hit, you will likely interrupt the caster. Casters also have spells (for example, 
the Druid's Wind series) that can interrupt a MOB during casting. 


Overpowering your enemy. This tactic is designed for the melee classes. It's extremely difficult in the higher levels to gain experience by 
simple brute force, but at lower levels it can be done easily. It's a simple enough tactic: hit target with weapon, repeat. If you have special 
attacks like Kick, Bash, and Slam, use them as often as possible. If you're stronger than your foe, you'll usually be victorious. This is the 
simplest of all solo tactics, but it doesn’t remain this simple at higher levels. Eventually, all melee classes need the assistance of at least 
one other character to obtain the best rewards. 


Scram. Run when only one or two health-point bubbles remain. Unless, of course, dying sounds better than running all the way back to 
the edge of the zone. 


Not all are created equal. Not all monsters that con the same color are equally easy (or challenging) to kill. Some are bigger and badder 
than their friends. If something seems to be taking longer to kill, it's probably one of the better specimens of the species. 


Run to daddy. In most towns, guards at the gate kill most monsters that try to run through the gate. Use this to your advantage when a 
train of skeletons or other dangerous critters are chasing you. 


Casting in combat. Being hit automatically interrupts your spell at lower levels. As you reach higher levels, and your skill in that magic 
skill and Channeling increase, your ability to successfully cast a spell while being hit mid-cast rises. 


Timing your casts. Begin casting immediately after the MOB swings and hits/misses. (Watch the text to determine when the enemy has 
swung, If you judge by the animation, you'll usually be wrong. That way, you get the most uninterrupted time. (It's not long, but it's the 
best possible.) 


Thrown items. You can lose a ranged item by accidentally throwing it. It's a real pain to lose that 40pp Dragoon Dirk because you 
unintentionally threw it at an MOB. 


Double-whammy. Fighting and casting classes benefit from each other's talents. The tank can taunt the creature to keep it interested and 
the caster safe, while the caster uses magic to help the tank defeat the creature. One really effective strategy for partner play is this: a tank 
and a spellcaster team up, the spellcaster buffs up the tank, the tank goes after something that normally cons yellow or red, and then both 
characters attack the creature. Simple and sweet. 
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CON AS A WAY OF LIFE 


“Conning” is not swindling; it's considering, just a measure of how a character stacks up against a targeted opponent. Right-clicking on 
any character (or person, for player-killers) displays a colored text message. The color of the message tells you most of what you know 
when deciding to engage. 


Red—This NPC is more than a couple of levels higher than you, and will most likely kick your butt. 
Yellow—This NPC is one or two levels higher than you. You might be able to kill it alone, but it's doubtful; best have a group or backup plan. 


Black/White(depending on video mode)—This NPC is exactly your level. You stand an even chance of killing this monster alone, and 
shouldn't have much problem with a group. 


Blue—This NPC is a one or a few levels lower than you, and shouldn't be much a challenge. Blue MOBs are the ideal monsters to go after 
for most players because they provide experience without a lot of risk. 


Green—This NPC is well below your level and probably won't give you any XP for killing it. Its best to ignore these monsters unless you 
are trying to get specific items off of them and you don't care about gaining experience. 


CONS 
Color Your Level Target Level Disparity Text 
Red All +3 (or more) What would you like your tombstone to say? 
Yellow 1-24 +1 or +2 Looks like quite a gamble. 
25+ +1 or +2 Looks like it would wipe the floor with you! 
White 1-12 Same Looks like an even fight. 
13-14 Same Looks kind of risky...you might win. 
15-24 Same He appears to be quite formidable. 
25+ Same Looks like quite a gamble. 
Blue 1-12 -] to -3 Looks like you would have the upper hand. 
13-14 -4 or -5 Looks like you would have the upper hand. 
13-14 -1 to -3 Looks kind of risky, but you might win. 
15-24 -5 You would probably win this fight...it's not 
certain though. 
15-24 -4 Looks quite risky, but might be worth a try. 
15-24 -3 Looks quite risky. 
15-24 -1 or -2 Looks kind of dangerous. 
25+ -] to Green Appears to be quite formidable. 
Green 1-12 -4 (or more) Looks like a reasonably safe opponent. 
13-24 -6 (or more) Looks like a reasonably safe opponent. 
25-34 -8 to -10 This creature could pose problems, but you would 
probably defeat it. 
25-34 -11 (or more) You could probably win this fight. 
35-40 -10 This creature could pose problems, but you would 
probably defeat it. 
35-40 -11 (or more) You could probably win this fight. 
41-44 -12 (or more) You could probably win this fight. 
45-49 -13 (or more) You could probably win this fight. 
50+ -14 (or more) You could probably win this fight. 
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DVELING 


Claustrophobia/Agoraphobia. When casters take on fighter types in a duel, they try to fight in a wide-open area. That way, they can kite 
their opponents (in other words, knock them silly with an immobilizing spell, then cast damage and run away while they regain Mana). 
One good way for a fighter to counteract this—if the caster can't be forced into a smaller area—is to hit back with long-range weapons. 
They hate that. 


To the pain. It has been known for two people to fight to the not-quite-death by agreeing to fight up to a certain point—for instance, one 
bubble of health. (However, watch out for liars that might take advantage of you and kill you anyway.) 


PLAYER V$. PLAYER 


Be careful what you wish for. In nearly all cases (especially for players new to EverQuest) think twice about turning in your PvP book on 
a blue server. It prevents anyone who didn't turn in a book from casting beneficial spells on you (or you on them), and removes some of 
the advantages of grouping. 


Dress down. Unless you've got gold and plats pouring out of your pockets, carefully consider what equipment to carry when going solo. 
In PvP-land, cool stuff is an invitation to be killed and looted. Losing that great piece of equipment that took so long to get can be quite a 
letdown. For this reason, some characters prefer to keep a "nice" set of expensive armor on reserve for group play, and wear a less 
expensive second set while going it alone. Don't be an obviously valuable target. 


Blind ‘em. Clerics, Paladins, and Shamans—when in doubt, blind em with Flash of Light. 


Fizzle em. When battling a fingerwiggler (caster-type), one of your strongest offensive moves is to interrupt your opponent's spellcasting 
as often as possible. The best way to do this is to use the fastest weapon and the best shield possible. 


Know the rules. All PvP servers are not created equal. The regular PvP server is Rallos Zek. Sullon Zek, Tallon Zek, and Vallon Zek are team 
PvP servers. This means that on Rallos Zek, everyone is out to kill everyone else. With the other servers, teams are decided by deity or race. 


CAUTION: Although your server may not be a PvP server, you will find PvP 
areas in many cities. Within these arenas, everyone is vulnerable to attack. 


Be careful not to wander into these areas by accident. 


Start with the basics. All of the PvP servers are well populated. However, you should probably spend time getting to know EverQuest on a 
regular, non-PvP server before you decide to join the PvP ranks. On any PvP server, corpses can be looted for coins, and on Rallos Zek they 
can be looted for one item out of your inventory. 


GROVPS 


Don't be afraid to join parties and go hunting MOBs; in fact, it's a good idea. At lower levels you don't lose as much experience because 
you die less often, and at higher levels you have what you need to make the fighting easier. 


Curfew. If you're only going to be able to play for an hour or so, warn prospective groups before you join them. 


ORGANIZING A PARTY 


Strengths and weaknesses. Before you go into battle, talk about people's roles and tell them what you feel your best abilities are, and 
then work out a plan for how your skills will help the outcome. 


Commands. Looking to group with a specific race or class? Prefer to travel with characters at exactly your level? You can use the 
following commands to locate the kind of companions with whom you might like to form a party. Most of these are listed in Commands, 
but repeated here for your convenience. 
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Command Action 


/who This command gives you a list of the player characters in your zone, each character's 
name, race, class, and level (unless the character is in anonymous mode or roleplaying 
mode, in which case it just indicates the name). You can also modify this command to 
filter out information you don't want; for example, type /who necromancer and learn all 
the Necromancers in the zone, or /who 5 to find all of the level 5 player characters in the zone. 

/friend «name» This command will put the indicated name on your character's Friends list. For example, 
/friend Risdyn puts Risdyn on your Friends list. To see which friends on the list are 
playing, type /who friend all. 

/tell «recipient's name» This command sends a private message to another player. This is useful for quietly 

«your message here» asking others if they want to join your party. 

/shout This is the easiest way to find group members, but it can be overused and annoying. 
Consequently, a lot of players keep /shout turned off. To use it, simply shout something 
like shout 1v1 9 Ranger looking for party!, and wait for replies. 


/gsay or /g This works a little like /te11, only it allows you to talk privately to everyone in your group. 
LOTES 0 CRS WOKS a ‘tte like / tett, Only It allows you to talk privately to everyone in your group. 
/invite and /disband These commands are also button selections on the character's interface screen. To invite 


someone to join your group, target the character and click the Invite button. The invitee 
will either accept or decline. If the invitee accepts, he or she automatically joins the 
group. To leave the group or disband it, click the Disband button. 


Level limits on grouping. At lower levels, all characters in a group must be within three levels of each other. If this limit is exceeded, the 
characters who are too low will gain no experience points. 

Later, this limit becomes 2/3 of the highest level present. For example, a level 30 may group with a level 20, and a level 50 with a level 
35, and they all gain experience. 


Assign roles. Grouping is one of most enjoyable ways to spend EverQuest time. Make sure, however, that the group has a strategy. Before 
the MOB arrives, make sure everyone knows who's going to do what—especially if the approaching monster is bringing friends. Let 
people do what they do best, but get everything sorted out before you go into your first battle together. 


GROUP LEADER 


Delegate. Choose a group leader and let that person decide who will lure the creatures, who will stand back and heal characters, and 
who will be the zone guide. That way, parties won't end up with too many members luring beasties back to the group and suddenly having 
more monsters than the group can fight. Every party needs a leader to come up with quick decisions on the details so the players can get 
back to the fun of the game instead of arguing. 


Nose count. The group leader should always make sure the entire party is following before heading off somewhere. Double- and triple- 
check to make sure everyone is where they're supposed to be. It's easy to get lost in Norrath. 


GROVP RESPONSIBILITIES 


Pare down. Always take time to closely examine your possessions. When you're carrying too much, Agility and AC suffer. However, think 
carefully before getting rid of Strength-enhancing gear—with armor it's often the difference between being fine and being encumbered. 


Be ready. If you join a group to go fight, be ready for battle. The prepared party members will be annoyed if, for example, the Dwarf has 
to run to Kaladim to get food and water, sell items, etc. Take care of those things before joining the group. 


Buff the AC. Generally speaking, items that increase armor class are more valuable than items that merely increase Strength. Upping 
armor class—even by only a few points—makes a big difference. 


Wait for the casters. If they're not ready to attack a creature or heal, no one is ready. 
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Casters, don't sweat the small stuff. If a creature is an easy kill for the party, magic users should save their huge spells (and thus 
conserve Mana) for another time. 


Let one person choose. One tank should target the next MOB to be attacked; everyone else targets the tank and types /assist so that 
everyone attacks the MOB at once. 


Track everyone's hit points. If a party member's hit points are getting too low, other members of the group should taunt the creature 
away, cast a healing spell or both. 


Places, everyone! The effectiveness of a group almost never depends on the classes that make it up. What matters more is how well each 
person plays his or her character. If the Cleric is nuking and the Bard is taunting, the group will be very inefficient, if it survives at all. 
However, when everyone finds their places and gets into a rhythm, even the largest of pulls can be dealt with quickly. 


Keep talking. Assign hot buttons to common commands if you want to, but let people know what's happening. 


Things change. Roles change as you level up or change groups. Do not assume that your group responsibilities remain constant. 


$PLITTING THE LOOT 


Nothing's worse than a bunch of characters bickering over who gets what. The Autosplit button helps, but the character must still divide 
the non-money loot. Often, the easiest way is to loot by taking turns alphabetically. Elect someone to keep track of whose turn it is to loot 
so there are no fights. (See Etiquette.) 


SPLITTING MONEY 


There are two types of loot in the game: coin and items. When dealing with coin, there are two acceptable ways of divvying it up. First is to 
simply turn on Autosplit and let the computer do the work for you. There is only one drawback to Autosplit: the looter always receives the 
coins that are not evenly divisible. 

The second method is to have one trusted member of the group loot all NPCs with Autosplit off. Then, by using the /split command, 
the trusted member can split all loot at one time—a much more precise way to split the coin. 


SPLITTING ITEMS 


One of the largest conflicts among groups is the handling of item treasure. When hunting creatures that have specific, named items, know 
beforehand how allocation will be handled. This avoids fights after your team acquires the treasure. 

The most common way is to split by greatest need. For example, a Warrior has no need for a robe, or a Wizard for a sword. Give items to 
those who can use them. 

If there is more than one character who needs an item, or if there's an item that no one needs but all would like, the most common way 
of distribution is the lottery. Basically, anyone that is involved in the lottery of the item does a/random «x^ (where «x» is the 
highest possible number). So, to get a random number between 0 and 100, type /random 100. Whoever rolls the highest number wins 
the item in question. 

Normally, the winner of an item doesn't receive a second item until everyone else in the group has received one. This ensures that the 
entire party profits from the adventure. 

Being compassionate to the other members in the group has great benefits. Everyone in the game wants the nicest items and great piles 
of coin. Your reputation for kindness to others will spread through Norrath, and others may base their decision on accepting you into a 
group—or leaving you out of one—on that reputation. 


GROVP COMBAT 


The way it works. During a group fight, all members’ damage to the MOB is added together. After the creature dies, the entire group is 
awarded party experience. If two groups are attacking something simultaneously, the group that does the most damage gets to loot the 
corpse and gets the experience. 
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Communication. Characters in a party should talk about how many opponents are up, whether they are tough or weak opponents, what 
target is being attacked, and if any new monsters have popped. Casters and healers should let the party know how much Mana they have. 


Be aware. Cycle through camera angles during a fight to check for wandering beasties. Alert your party as soon as you spot anything 
hostile, and tell them whether it seems like it will interfere. 


Hate list. Monsters like to attack whoever's hitting them the hardest. Their person of choice varies, and they can be redirected by taunts 
and blows. 


All for one. During a group fight, everyone should keep an eye on everyone else's health bar. (The bars for all group members appear on 
your interface when you join a group.) If someone's getting slammed, that character can quit fighting for a moment (or back up), and the 
other characters can concentrate on the attack. Hopefully, the monster will focus its attack on another group member. 


The greater sum. Grouping with other characters is a highly effective method of taking down a monster that no newbie can take down 
individually. Many a group of newbies has killed off a white or yellow monster by combining their attacks, 


Don't forget to taunt. Monsters stick to one target at a time. If someone in the group is getting wasted by a creature, have the nearest 
fighter taunt the creature and divert its attention with a good whack or two. 


Run away! If the situation warrants a full-scale blind retreat, yell “EVAC!" and hope the Wizard or Druid doesn't fizzle the spell. Those 
characters should also be prepared to EVAC the group if the fight is not going well and the Cleric calls “OOM!” If the Wizard or Druid is 
EVACing and tells the party, get close to the caster—if you're not within the spell's radius you'll be left behind. 


PULLING 


Double-check. Do not to pull more than your party can handle. That may sound obvious, but be sure and check that what you're pulling 
is all you meant to pull. 


Watch your pulls. If you're pulling a MOB from a distance, try not to pull it through anyone's camp. It only confuses things, and it's 
potentially dangerous. 


Keep control. If you're pulling or kiting a creature and it aggros an innocent passer-by, it's your fault and you should apologize. 
Tell your party. Let your party know what and how many MOBs you've pulled. This gives them time to prepare a proper reception. 


Target your MOB. If you're pulling, and you run off to bring back more than one monster to fight, keep one monster targeted and keep 
your Auto-Attack on. The rest of your party can't /assist you unless you're attacking something. 


MESMERIZED TARGETS 


Mezzing MOBs is most useful when fighting two or more. If the party our tex : lows you 
has an Enchanter or other class that can cast a mesmerize spell, have haracter to quickly assist other group members. 
her cast it upon a monster. The monster sits there, unable to fight. but you must first target the person you'll be 
Mesmerize is broken if any damage is done to the creature. The assisting. You can type /assist «name» 


/assist <name> command targets a monster that the named i " target that person first, so use 
character is fighting. If everyone in the party uses it, they can easily 
target a single monster and attack it simultaneously, avoiding the 
mezzed MOBs. 


Killing mezzed monsters. When it comes time to turn your attention on a mezzed MOB, some planning is necessary. Recklessly attacking 
it will send the MOB straight toward the caster who cast the mez spell. Why is this bad? Those casters aren't built to take that kind of 
damage. To properly deal with a mezzed MOB, have a player with Taunt grab the MOB's attention before allowing anyone else to join in 
the attack. 
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Use Area of Effect spells. Consider using an AoE mesmerization spell (from distance) to stop the monster. Stand too close to the creature 
you have targeted, and you can mesmerize yourself as well! 


Mesmerizing spells during combat. Damage over time (DoT) spells (such as the darkness spells) wake up mesmerized enemies. Don't 
cast DoT spells unless you want to wake up a mesmerized enemy. If you want to break the mez, it's a great way to get the enemy to come 
after you instead of going after the caster who mesmerized it. 


TAUNT 


How-to. There are two ways to taunt a creature: using the Taunt skill, and simply knocking the critter around a little. When facing a 
group of monsters, it's possible to stir the pack into a near-riot by taunting the individual members or casting DoT spells. 


High-quality taunts. Some spells and actions are better taunting tools than other types of spells or actions. Direct damage (DD) spells 
work quite well. So do any AoE spells that work on the monster group as a whole (for instance, a spell that de-buffs the Strength of all 
members). DoT spells and Snares take longer to work, but can backfire if the MOB gets too angry. 

All of the healer-types are pretty good at taunting, even if it is rather indirectly. Healing and curing spells heal group members, which 
makes the monster MOB very angry. After all, the healer is undoing all the monster's hard work. Usually, the MOB quickly turns to find 
the source of the spell. The healer then needs someone to protect him or her. The old-fashioned way to get a monster's attention is to step 
directly in front of it and attack. Boy, they notice that! 


The rapid touch. The faster a character can deliver hits to a MOB, the madder the MOB gets. Monks are particularly good at this because 
they have Dual Wield from the start, and Rogues are good because they have Backstabbing. 


OTHER TIP$ 


Tank task. Been elected as the group's tank? A tank's main task is to watch out for fellow group members and see who the monster is 
focusing on—all the while fighting the good fight. 


Take it on the chin. When getting aggro'd on (bearing the brunt of a critter's attack), stand still, quit fighting, and yell for help. That 
sounds a bit counterproductive for a battle, but it's not. It's harder to help people who run around like lunatics, and the MOB stays 
focused on you as long as it continues to do damage. 


Shields up. Any Warrior in a less-than-powerful group should invest in the best shield possible. Maybe other party members will chip in a 
plat or two—after all, who knows when the tank is going to be the group's last, best hope against an unexpected train? 


DD and the MOB. Most casters can get direct damage spells. While these do a fair amount of damage, they should only be used when 
absolutely necessary. The problem with DD spells is that they attract unwanted attention to the caster. When casters are attacked they 
should back away and hope the MOB leaves them alone. However, if an enemy continues to attack, do not run. Instead, stand still (you 
can yell for help) so your tanks can attack and taunt the enemy away. Running just means the melee-types of the group will have to chase 
the enemy around, which makes it harder for them to taunt or kill it. 


Level 1 spells. Many casters find these spells worthless. However, level 1 spells are often very good choices to raise casting skills (since 
they are low Mana-usage spells), and should be purchased for this purpose once the caster has a bit of spare coin. 


Hard life. Casting spells is no easy matter—first, there's the task of scribing the spell, then there's memorizing it, and then there's 
practicing it until it can actually be cast without a high risk of fizzling. Then there's the meditating (later on) and the finding money for 
spells, and so on.... 


Pick and choose. The spell gem inventory slots (little cutouts on the left side of the interface screen) hold eight memorized spells at a 
time. That doesn't mean magic users are limited to only eight, but it does mean that only eight at a time are available. 
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PEIS 


Here, Fido. To summon a pet, spell casters need an appropriate spell and usually gems, Bone Chips, or some other catalyst. The pet's 
power is limited, of course, by the specific summoning spell. And you don't always get exactly the same pet with a given spell—some will 
be weaker and some will be stronger. 


Get the best. Especially at lower levels, if components aren't a concern, keep summoning pets until you get the best one for your level. 
You can judge the strength of a pet by conning it or by noting how much it hits for (how much damage it does). 


To arm or not to arm. Lower-level spell casters should arm their pets with a weapon, but any old weapon will do—until the mid-teen 
levels, a pet with a weapon does more damage than an unarmed pet. A more powerful weapon doesn't make your pet's attack more 
powerful, so give your pet the cheapest weapon you have (and keep a supply of cheap weapons for this purpose). Summoned weapons are 
great for this. A weapon increases the chance that your pet will hit for its maximum damage. A Rusty Dagger works just a well as a Fine 
Steel Longsword. The delay of the weapon doesn't matter, because a pet's delay never varies. The only problem with giving weapons to 
pets is that pets are greedy and refuse to give up the weapons at the end of fights, even if you dispel them. 


Elemental pets. Magicians have access to four elemental pets—Fire, Earth, Air, and Water. Each has its advantages and disadvantages, 
and some argue that one elemental pet is better than another. Which pet to summon in a specific situation, however, depends on the 
opponent and the combat environment. 


_ Elementalings are : 
| baby Elementals—not | 
' as high-level, and not 


eik 
Experience. When soloing with a pet, if the pet inflicts at least half the damage on a MOB that dies, = 
the pet takes up to half of the experience. When grouping with a pet, the chance of your pet taking experience and the amount of 
experience it takes decrease significantly. 


* Fire has less hit points, but shields itself and has better attack potential. 

* Earth has lots of hit points and can root MOBs, but is low on Dexterity and Agility. 

* Water boasts a reasonable number of hit points and delivers a fair amount of damage. 
* Air has great Dexterity and Agility and can stun MOBs, but doesn't have much of a punch. 


Enchanter pet cannot be contro It attacks when its master is attacked—that's about it. 
you enter combat as an Enchanter with a summoned pet, cast a spell or attack with a 


weapon to taunt the monster. Then the pet will join in and you can step back and cast. 


Pet healing. Pets regenerate their hit points at 10 times the rate that player characters do. 


Tanking for the pet. Casters have to meditate after a fight, so there's always time to recover some hit points. Therefore, it's ok to get hurt 
a bit if it gives the pet more time to finish off the monster. 


Pet buffing. PCs can target other characters’ pets and buff them, and should do so for group members’ pets. This includes movement 
spells like SoW. 


Command Action 


/pet as you were Returns the pet to neutral (canceling all previous orders). 


/pet attack «target» Tells the pet to attack the designated target. 


/pet back off Tells the pet to stop its attack. 
/pet follow me Tells the pet to follow you, but ends when you cross a zone line. 
/pet get lost Causes a summoned pet to commit suicide and vanish. You do not get Mana from this. 


However, if you've charmed your pet and you use this command, the pet wanders off until 
the charm breaks. After the charm breaks, the pet is determined to hunt you down for 
having enslaved it. 

/pet guard here Tells the pet to guard its current location. 
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Command Action 

/pet guard me Tells the pet to attack anyone that attacks its master, or that its master attacks. 

/pet report health Displays pet's current health (% remaining). 

/pet sit down Tells your pet to relax. (If you have a skeleton pet, it temporarily collapses into a pile of bones.) 
Your pet will not follow you while in this state—you have to tell it to follow or guard you. 

/pet stand up Tells your pet to stand if in a sitting position. 

/pet target Targets your pet. However, it is far better to hit [Fi] twice (the first selects you and the 
second selects your pet) than to type out /pet target or waste a hot button for it. 

/pet taunt Tells pet to taunt or stop taunting your current target (toggle). 


/pet who the leader Displays pet’s owner (useful for Enchanters). 


TACTICS 
ROOT ‘N’ DIRECT DAMAGE—INTERMEDIATE TACTIC 


Root 'n' Nuke works best when you surprise your target by Rooting it, then hit it with the best 
direct damage spells available. For this to work, you must have enough Mana to cast enough 
direct damage to destroy your target. Be ready to cast another Root spell, because assaulting a 
target with DD can break the Root spell, and you will need to reapply it to execute this tactic. 

If you run out of Mana, you have two choices: fight or flee. Most casters are not masters of 
melee combat, and can be crushed easily in a hand-to-hand situation. If the MOB is low enough 
on health, and you believe that you can take it down by hitting it with your staff or dagger, engage the enemy and hope for the best. If you 
don't think you can handle the wounded target in melee combat, then flee. It's better to run and get more Mana (or to let a guard finish 
your target) than it is to lose experience to an untimely death. 


KITING— INTERMEDIATE TACTIC 


Kiting is the tactic of constructive fleeing. Many spells affect the movement rate of the target. Snare, Drowsy, Darkness, and Bonds of 
Force are examples of spells that make your target move more slowly than normal. This upsets the target, and it gives chase. The concept 
behind the tactic is to stay far enough away from the target that you can cast a spell on it before it closes the distance. 

Druids are best suited to this tactic. Normally, Druids have speed-enhancing spells, such as Spirit of Wolf, which allow them to move 
faster than normal. Combined with casting a speed-reducing spell on the target MOB, this nearly always gives the Druid the speed advantage. 

Of course, all you need is to be faster than the MOB that's chasing you. If you're naturally faster or if you can speed up, you don't have 
to slow down the MOB—you just have to provoke it into chasing you. 

The key to kiting is this process: Run from the target, and release a DD or DoT spell against the creature, then flee again before taking a hit. 


REVER$E-KITING—ADVANCED TACTIC 


This tactic came about when Necromancers found a way to make kiting safer and more efficient. The secret is to start kiting an MOB, but 
cast Fear on it instead of Root. This way, instead of the MOB chasing you and (and maybe hitting you from time to time), you are chasing 
the MOB and hitting it. A “Feared” MOB won't fight if it can run, so don't Root it. Even better, a Feared MOB that runs while being 
attacked by a pet takes constant damage. 

There is a standard way to reverse-kite: 


! completely stop 


Get a high-speed spell placed upon you and/or cast a speed-reducing spell on the target. 

Cast Fear on the target. 

Sic your pet on the target. 

Stack DoTs on the target to seal its fate, while staying far enough back to cast Fear again if the spell wears off. 


AWN 
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Reverse-kiting is the most advanced and efficient way to solo a monster. Unfortunately, Reverse-kiting in any zone except an outdoor area 
can lead to the MOB finding help. Having three more monsters jump into the equation drastically reduces your character's chance of survival. 


OTHER TIP$ 


Charisma High Charisma is good for enchantment and charm spells—higher Charisma gives a slightly better chance of success (or at 
least fewer resists by MOBs that aren't conning red). 


Mana boosts. Intelligence-enhancing items increase an INT-caster's maximum Mana potential. The more +INT items a caster wears, the 
more Mana can acquire. The same is true for -- WIS items and WIS-based healers. 


Meditation. Constantly remind yourself of the cardinal rule of spell casting—cast, rest, and meditate. Meditating is the best way to 
restore Mana, and Mana is everything. 


VESTS 


Go to the guild. Your first quest is always to find your guild and turn over the note in the Inventory window, as the note itself tells you 
(right-click on the note to read it). This is really very easy if you're willing to ask around to track down the guild hall. Plus, the recipient is 
always happy to see new faces, and usually hands out a small quest and reward item in return. 


HOW DO I FIND A OVEST? 


Quests are given out by NPCs throughout Norrath. To find out if an NPC has a quest for you, simply target the NPC and /hail them. 
Read their responses carefully. Keywords are marked by square brackets. For example, if the NPC responds to your hail with “I need some 
help with my [problem],” respond with a question that 
includes the word within brackets: "What problem?" ests IAE Reyworas in brace 
Dialogue between you and the NPC can continue like this an NPC's response to your hail doesn't include one, 
for a few exchanges before you find out what the NPC on't give up. Look at the question and respond anyway 
wants you to do. If the question you ask doesn't draw a E. you never know what the NPCs will surprise you with. | 


response, reword the question. 


WHICH NPC$ ARE LIKELY TO HAVE QVEST$S? 


Any NPC might give you a quest; even guards. Lookin’ for a quest? /hail every NPC in sight. However, check the following NPCs first: 


Guild halls. The best place to look for quests is your guild hall. Hail each NPC in your guild hall and see what they have to say. Don't limit 
yourself to just your guild hall; explore the other guilds as well. 


NPCs in the cities. Beyond the guild halls, there are numerous NPCs just hanging around the city. These NPCs often have quests for you too. 
NPCs outside of the cities. Occasionally, you run across an NPC or a group of NPCs outside the city walls. /nail them. These NPCs 


usually offer higher-level quests. 


alignment o CAUTION: Some NPCs send you on 


h certain groups. If you are not in good E quests that put you in danger. For 
ling with those groups or do not believe in their example, an NPC may send you to 
they may not offer you the quest. 


retrieve an item from an NPC in another 
city. If you have conflict with the citizens 
there or believe in a competing deity, you 
could be killed upon entering that city. 

Ask around before embarking on a quest. 
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Chapter Five 


EverQuest players have developed ways of doing things that make everything go more smoothly. Some are common sense, and some are 
game-specific. Of course, these aren't rules, so you don't have to pay attention to them, but life will be easier (for you and anyone around 


you) if you do. 


Train etiquette. Angry MOBs and trains have been known to chase characters for miles—or more accurately, to the closest zone border. 
Zoning is a great evasion method—characters run into an adjacent zone, and the monsters can't follow. This is very convenient for the 
chasee, but it's very inconvenient for any innocent victims who are hanging around the border area when the train comes in. /shout a 
warning and let folks know what's coming. 


Alms for arms? Begging is a skill that many players toss aside as useless. It can take a long time to hone the skill, but an Excellent rating 
in Begging can yield platinum and a significant amount of experience. On the other hand, some NPCs grow highly agitated when begged, 
and may attack player characters. Begging from pets is a safe way to improve your Begging skill. 


Begging from PCs. Using the Begging skill on NPCs is fine, but asking higher-level characters to give you things “just because” annoys people. 


Help! A plea for help (/ye11) is semi-annoying, but really useful for new characters. There are usually lots of experienced player 
characters roaming the zone, and a good portion of them will respond to new PCs that are having a problem—as long as /ye11 isn't 
overused. /ye11 doesn't allow you to enter a message—it simply gives nearby PCs general directions to your location. Use /ye11 only 
if you're being attacked and in danger of death; people near enough to hear your message will usually follow the directions to find you 
and try to help. 


Ownership. If a party is already at a spawn site when you arrive, respect their camp and don't pull from that area. Especially if the party 
is in a room, everything in that room is “theirs.” If you want to camp a site, but someone else is already there, ask if you can take the next 
turn. Usually people who are power-leveling will let you take a turn. If they don't, wish them luck and find another camp site. 


Tactics. Discuss your battle tactics with your group mates, and try to take people's needs into account. For instance, if a Rogue asks you 
to keep on the other side of the MOB from him, try to do it. If a caster asks you not to hit the mezzed monsters, try to steer clear of them. 


Medding magic users. Don't get angry if a magic user doesn't do much during a fight, until you're sure he didn't do much. Sometimes 
someone who meds most of the time provides just the right DD blast or healing spell when you need it. Find out the player's technique 
before you comment on his or her activities. 


Tank duty. Fighters with lots of hit points should stay between the bad guys and the magic users. Fingerwigglers can usually take care of 
themselves, but they can do much more useful things when they can concentrate on strategy. 


/assist. Ifa group member asks you for help in a battle, help him (see Commands). Don't insist on fighting your own MOB—in a 
group, fight like part of the team, not like a solo fighter. 


Mezzed/harmonied monsters. Don't hit a monster that has been mezzed or harmonied. One of the most useful things an Enchanter can 
do is to mesmerize several creatures in a crowd, thus allowing the fighters to concentrate their efforts on fewer active enemies. However, 
once a mezzed creature is attacked, it wakes up. 


Constructive criticism. If people are acting detrimentally in a fight, /te11 them individually (and politely) what problem you think 
they're creating. If you keep it private, they re less likely to get defensive. 


Petition politely. If something happens and you need to ask the GM for a fix, ask promptly, clearly, and politely. If the GM isn't on, you can 
ask a guide to pass your requests along, or you can ask for the GM's email address and forward your request that way. Don't repeat your 
requests more than once a day, and always be polite. The GMs have a list of rules that outline what they can and can't do, so if you get a 
negative answer, don't take it out on the GM! (See “EverQuest Ground Rules.") 


Converse. Talk, talk, talk. Talk to any friendly high-level characters of your class for advice (there are almost always more friendly people 
than unfriendly ones). Talk to folks your own level to find what they thought was interesting, lucrative, or just plain fun. Talk to the people 
in your group to find out what they want you to do. 
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Death stories are the most useful pieces of information you can get from someone of your own level. What couldn't they handle? What 
were their mistakes? What will/won't they do next time? 


OOC mode. This mode allows players who want to immerse themselves in the fantasy of Norrath to filter out the non-roleplaying text (by 
turning off the /ooc toggle). Anything that your character wouldn't say, from comments about the server to asking what the current 
Superbowl score is, should be made OOC. Remember, though, that OOC comments are heard throughout the zone. 


to your advancement. For example, you might want to be in a player guild for Wizards to help research new spells, armor, weapons, etc. 
Or, you might want to belong to a guild that is all Dwarves, all good guys, all evil characters, or whatever. 


JOINING A PLAYER GUILD 


Research the guild. Don't be in a hurry to join a guild. Talk to members to see if they are happy with the guild. Group with members of 
the guild (if they group with non-guild members), and find out who they fight and why. Otherwise, you might end up in a guild that is 
always going to war with other guilds for no reason. In particular, be wary of guilds that might damage your character's reputation. 


Questions to ask. What are people saying about the guild? What are the reputations of its members? What time of day (real time) do most 
of the members play? Do you have common interests with the members? Do you like the guild members you've met? 


Communication. This is an accurate indicator of whether a guild is good or not. Do the members maintain communication with each other? 


Wait to join. Spend a little time learning EverQuest before joining a player-run guild. Know the basic information: how the game works, 
who the races are, what the different classes do, religions, etc. By the time you reach levels 12-17, you have enough experience and 
knowledge to make an educated decision about joining a guild. Meet people and make friends, and the guild invitations will follow! 


EQ ONLINE SITES —. 


These sites were current and long-running at the time of publication, but we can't guarantee they will always be there. 


THE OFFICIAL EverQuest SITE 


http://wwwstation.sony.com/everquest/ The official homepage. Try the Newbie Zone message board. 


GENERAL 
ALLAKHAZAM 


http://everquest.allakhazam.com/ A no-holds-barred source of facts, including an index of quests and how to complete them. 


EQ ATLAS 


http;//wwwegatlas.com/ Provider of many of the maps in this guide, an excellent source of high-quality maps for a large number of areas. 


EQ LINKS 


http//www.eglinks.com/ A mind-boggling array of EverQuest links. 


EQ STRATICS 


http://eq.stratics.com/ An all-purpose site that includes comments on current events, and a variety of forums. 


EVERLORE 


http://wwweverlore.com/ Updated daily by EverQuest players. Good spells lists and news section. 
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PLANETEVERQOVEST 


http:/Avwweqcorner.com/ Good info, good forums and good site list. 


EverQuest GLOSSARY 


http://amtgard.pinkpig.com/everquest/ — A comprehensive EverQuest jargon glossary. 


EverQuest VAULT 


http://eqvault.ign.com/ A vault of information, and a wealth of bulletin boards on nearly all conceivable subjects. 


THE EverQuest TAVERN 


http://clubs.yahoo.com/clubs/theeverquesttavern ^ Sit back and chat. 


EQ MAPS 


http://www.eqmaps.com Multiple maps of most locations, plus messages, an items database, and NPC updates. 


EQ PHOTOS 


http://eqphotos.eqrealms.com Meet the RL (real life) people behind the characters! 


EQ PRICES 


http://eqprices.com 


EQ REALMS 


http://eqrealms.com 


MAGIC VSERS 
CASTERS REALM 


http://eq.castersrealm.com/ Maintains a database of official posts, plus news, spells, creation guides, and info. 


BARD 
CONCERT HALL 


http://www.attcanada.net/~reaper/ 


SOERBAIRD 


http:/Avww.sok.org/soerbaird/ 


CLERIC 
EQ CLERIC 


http://eqcleric.gameglow.com/ 


CLERICS OF HATE 


http://www.clericsofhate.com 
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DRUID 


EQ DRVID$ 
http://www.eqdruids.com/ 


MAGICIAN 
THE MAGE COMPENDIUM 


http://www.magecompendium.com 


NECROMANCER 


NECROMANCER’S HIDEOUT 
http://wwwgeocities.com/Area51/Crater/3074 


PALADIN 

EQ PALADINS 
ttp://paladins.gq.nu 
RANGER 

EQ RANGERS 


http;/www.geocities.com/eqrangers/ 


ROGVE 


THE ROGVES PVB 
http://drink.to/roguespub 


WARRIOR 
SWORDSTRIKE 


http://www.eqportal.com/Warrior/swordstrike/ 


THE WARRIORS EDGE 


http://www.thevision.net/stryph 


WIZARD 
GRAFFE'$ WIZARD COMPILATION 


http://wwwagraffe.com/ 
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THINGS TO LOOK FORWARD TO mu D 


This book was created to help the newbie EverQuest player, so little is covered above level 10. Of course, with the current maximum level way up (5c 
at 60, there is much more to experience and look forward to in your continuing 50-level journey to the top. Below is a small glimpse of what ED 
you can anticipate as you advance your character. 


common sense, your creativity is the limit. 


Specialization—Pure casters may specialize in the spell type of their choice at level 20 for Intelligence casters and level 30 for Wisdom casters. 
Specialization reduces the amount of Mana used on the spell and reduces the chance of the spell fizzling. Because of the enormous benefit 
generated by specialization, make your choice very carefully. 


Trade Skills—Examples of Trade Skills include providing the beer at a guild gathering, the cake at a wedding, or a stat-enhancing ring to a 
paying customer. Trade Skills allow you to construct useful items from component pieces you purchase or gather in your adventures. You may 
place practice points in Trade Skills from the outset. To get started with a Trade Skill, visit a merchant of the skill you wish to learn and 
purchase the books and kits you need to begin your career. Then, practice, practice, practice. You may pursue one or all of the following skills: 
Baking (lizard pie anyone?), Blacksmithing (lockpicks, armor), Brewing (beers, ales, and spirits), Fletching (bow and arrow making), Jewelry 
Making (ordinary and stat-enhancing fashion statements), Pottery (containers, clay deities), Tailoring (tunics, backpacks), Alchemy, and 
Tinkering (Gnome only). You can make many items and have a lot of fun with a Trade Skill, but be warned: to become truly proficient at your 
chosen profession, you must dedicate much time, effort, and coin. 


PECIELC 


Bard—As your song vocabulary grows, so does your ability to twist multiple songs at once. This, combined with no downtime for 
makes you an unequaled group-mate or a dangerous soloer. 

Cleric—At higher levels, you can resurrect a fallen hero and instantly summon that character back to his or her corpse. Your resurrection spell even 
replaces a large portion of the experience that was lost due to death. This is a valuable service to other high-level characters. 

Druid—When you get all your Teleportation spells, you can bounce around all over Norrath. Druids are known for moonlighting as Norrath's 

cab service. 

Enchanter—Higher-level casters will appreciate your ability to cast Clarity, because it increases their Mana recovery. You can also help with the 
creation of magical jewelry. 

Magician—This is one of the hardest classes to master, due to arduous spell research and a high vulnerability to attack, so few mages become truly 
proficient. However, hard work pays off, as Magicians develop into some of the best soloists in the game. This mainly is due to the power of your pets, 
but your wonderful personal shields that increase armor class and bestow hit point regeneration also help. You also become a master at summoning. 
Monk—Monks are devastating fighters with unique abilities that make them envied even among other tank classes. As you rise in levels, you become a 
more efficient fighter with more attack options. 

Necromancer—Necromancers may be hated throughout most of Norrath, but that doesn't make them any less lethal. You get Feign Death and 
Harmshield (invincibility) rather early on—a huge advantage when fighting a losing battle. Your offensive prowess is formidable. You inflict massive 
damage with powerful DoT spells and, at later levels, convert damage inflicted upon enemies into HP for yourself. 

Paladin—A hybrid class somewhere between a Warrior and a Cleric, Paladins are great to have in a group. At higher levels, you can continually stun 
spell casting MOBs, preventing them from healing their friends, and protecting your party from DD spells. At level 39, your healing capabilities become 
equivalent to those of Druids and Shamans, making you even more valuable to melee groups. 

Ranger—Rangers have all the prerequisites for great pullers at any level. However, if you choose not to be the puller, your tracking ability is an asset to 
any group. 

Rogue—As you go up in levels, you learn new ways to be crafty in and out of combat. In combat, your Backstab only gets stronger and you gain 
Disarm. Outside of combat, the Pick Pocket skill becomes quite lucrative as you master it. Try Pick Pocketing a guard later in life. 

Shaman—at level 34, a Shaman gets a wolf pet. A personal tank combined with your large number of buff spells is definitely something to play toward. 
Warrior—A Warrior inflicts large amounts of damage as a newbie and larger amounts of damage as a veteran. For you, getting that first piece of cobalt 
armor or the bigger, better weapon is what the game is all about. Hit harder, not smarter! 

Wizards—Wizards rule when it comes to direct damage. And after level 35, your spells become incredibly hard to resist, making you even more 
devastating. Add to that the abilities to Teleport and Evacuate and you are well suited for both soloing and grouping. 


Mana recovery, 
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Because EverQuest is such a social experience, it's no surprise that it has evolved 
its own culture, including words and phrases specific to the EverQuest experience. 
Below is a list—not a complete list, but a good start—that will help you understand 
the jargon of the seasoned EverQuester. (Some of the terms listed here are not 
EverQuest-specific, but rather email quickspeak that is also used in EverQuest.) 


Whenever jargon defined elsewhere in this glossary 


is used in a definition, that word is italicized, 


acd 


Ee eee eee eee lee el lle ll leo el el el ell ell lll elo el eVeT eV eT el eT er eT eT eT eT [s] 


" 


Level number. Players sometimes refer to other characters by their levels. In other words, a *28 
mage’ is a 28th-level Magician. A simple number can also refer to a caster's Mana percentage. For 
example, *50" means the caster is telling his group that he still has half his total Mana. 

AoE/AE Area of Effect. Many spells and items do not just affect the target, but also the area around the 
target. This is important to remember in battle, where a spell's blast area might affect nearby 
creatures and cause them to join the fight. 

AFK Away From Keyboard. You are announcing that you are away from your computer. This notifies the 
rest of your group that you will not be responsive to group discussions and that they must protect 
you if the group is attacked. It is common courtesy to say “back” when you return. See /AFK, 
Appendix B: Commands. 

aggro Aggressive. When a creature attacks a person, the creature is “going aggro.” This also refers to MOBs 
that will attack any character that gets close to them. For instance, most skeletons are highly 
aggressive and therefore are referred to as aggro MOBs. 

bait Monster bait. More commonly referred to as pulling. When a character is bait (usually a physically 
strong race/class, although being fast helps, too), he draws the attention of a local creature and lures 
it back to a less dangerous area where the party can deal with it. 

bind Reset respawn point. When you die, you spawn at the point at which you are bound. You can change 
your spawn point by asking a caster to bind you to another city. 

black (or white) Dangerous opponent. This refers to an NPC that is approximately your power level. When you con a 
similar-level creature, the message will appear in either black or white text depending on the screen 
mode used, but white is more common. 

blue A likely win. A blue creature is one whose level is slightly lower than yours. When you con a creature, 

if the message appears in blue text, it means that creature is one of the easiest targets that rewards XP. 


BRB Be Right Back. This informs your group that you'll be back shortly. Use AFK when you'll be gone longer. 
tec o cm Oe et VOU Ue Oder sory. use AFER WHEN YOU u De gone longer 
BRT Be Right There. This informs your group that you're on your way and will arrive shortly. 


BTW By The Way. An acronym that has crossed over from email quickspeak. 

bubble/bub Status bar section. Experience, Mana, and Stamina have status bars with a twisted, segmented look. 
Each segment looks like a bubble; each bubble represents 2096 of the total. When you're low on Mana, 
you could say that you have one bubble left. Likewise, you could state you have *one bubble to go 
before leveling up." 

buff/buffing Magical enhancement. Any spell that increases a player's attributes, making that character 
temporarily more effective. 

camp Wait. This is different from the hot key command “Camp” used before you exit the game. To camp 
means to hang around an area where a monster or NPC is going to spawn, intending to kill it and get 
its loot. Some monsters spawn regularly. others have to be killed before they will spawn again. 

caster One who casts magic. Most often, caster refers to the INT-casters—Enchanter, Magician, 
Necromancer, and Wizard. WIS-based casters, Cleric, Druid, and Shaman, are usually referred to as 

E healers rather than casters. 
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con 


Consider; judge how dangerous. When a character targets a creature or NPC and types /con, hits 
(£]. or right-clicks, he will receive a statement telling him how dangerous it would be to pick a fight 
with the creature or NPC. (See “Con” table) 


corpse 


CR 


CU/Cya 
DD 
debuff 


ding 
DoT 


EP/EXP/XP 


EVAC 


Dead body. For a period of time (depending on how high your level is; see “How long will my corpse 
last?") after you're killed, there are two of you. A new *you' is spawned at your bind point, and the 

old body is left where it fell. If you can make it back to the old body before time runs out and your 
corpse disappears, you can retrieve your items from your old inventory. If you can't, well, you get to 
start collecting all over again. When the corpse goes. the goodies go too. 

Corpse Recovery. This is the act of trying to get back to your corpse so that you can recover your 
possessions. You will often see characters asking for help with a CR or for a SoW to be cast on them 
because they have a long run ahead for a CR. 

See you/See ya. The speed-typing version of “goodbye.” It works perfectly well, but many people 
don't think it's good role playing. 

Direct Damage. A type of spell that does direct physical damage to the target, usually all at once. 
Reduce attributes. When a buffed character is rendered weak, has resistances reduced, or has a 
current buff dropped, then he has been debuffed. Debuff spells can be cast by a character on a creature 
or (worse!) by a creature on a character. 

Gain a level. Named for the sound the game makes to announce that you ve leveled up. 

Damage over Time. A type of attack (usually a spell or poison) that inflicts damage in increments 
over a period of time. Beware: many creatures use these against player-characters in forms such as 
poison, disease, and their own DoT spells. Also be aware that any attack (including DoT) will break a mez. 
Experience Points. For certain victories, a character earns a number of experience points. As XP 
accumulate, characters move up to the next experience level. 

EVACuate. A type of spell that Wizards and Druids can cast to teleport their party to another location. 
There's a chance that any party members standing too far away from the caster will be left behind, so 
it's best to use it only when facing annihilation. 


ee p fO Use E Ony Voen dto dE UA e S eene 
fingerwiggler Magic user. More common in speech than in keyboard chatting, fingerwiggler refers to a pure caster. 


fizzle 


FoM/FM 


FYI 


Spell failure. When a magic user attempts to cast a spell and fails, it fizzles. Some (but not all) of the 
spell’s Mana is consumed, but the spell does not happen. 

Full of Mana. When a caster's Mana bar is entirely blue, he has full Mana and is ready to tackle the 
world (up to his level, of course). Casters will also say * 100" to express the same thing. 

For Your Information. An acronym that has crossed over from email quickspeak. FYI indicates that 
the following information may be of use, but is neither a request nor a demand. 


|. |.  HIeJOMOWIHE Moma n Has ue d occa o Hee e ee o e oo e 
GM/Game Master EverQuest officials. The GMs are the people you turn to for complaints and questions about the game. 


See “Game Master Guide.” 


O ame MISTER UIN o ue i o e 
green/greenie A certain win. A green con indicates that the target is far below yours (see "Con" table). While you 


grif 
GTG 


haste 
healer 
HG 


hybrid 
IMHO 


IMO 


Peale elt rel tel reTreTreTrelrelrelrerrelrelrelreitelrelrelrelteltefrefrelrelrelrelrelrelrelrejrelrelrelrelrelteTreTrefrelrelrelrelrelrelrlrelrelrelrelreltelrelrefrelrelrelrelrelrelrelrelrelrelrelrelrelteTreTreTreTrelrelrelrelrelrelrelreTrelreltelrelteTreTreTrefrelelrelrelrelrelrelrelrelrelrel E 


can kill the beast to get its loot, you won't gain any XP, nor will your combat skills increase. 

Griffin. A tough critter, and worth warning others about. 

Good To Go. This phrase lets the rest of your group know that you have sufficient Mana and HP to be 
able to fight again. Confusingly, it can also mean Got to go, meaning that you're about leave 

the zone. 

Quicker attacks. A haste spell gives you speedier attacks. 

WIS-casters. This refers to Clerics, Druids and Shamans, since they carry better healing spells than 
the hybrid WIS-casters or any of the INT-casters. 

Hill Giant. A common creature, hill giants are a serious threat to most characters and should 

be avoided by all but high-level characters. 

Fighter/caster combination classes. This includes the Bard, Paladin, Ranger, and Shadow Knight. 
In My Humble Opinion. Another email quickspeak acronym. Used to soften a statement that 
everyone may not agree with. 

In My Opinion. Same as IMHO, above. 
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inc 


oO 


Incoming. A shorthand way to warn your party that you are pulling a creature back to camp, 
either intentionally or unintentionally. 


INT-Caster 


INTelligence caster. These include the Enchanter, Magician, Necromancer, and Wizard. So called 
because their Intelligence attribute determines how much Mana they get. It can also refer to the 
Shadow Knight-hybrid class. 


J/K 


K 


Just Kidding. Letting people know when you're kidding or joking is a good idea. Remember, chatting 
often does not convey emotion, making it easy to offend someone who misunderstands the spirit of 
your words. 

'Kay. Short for “okay.” 


KS/Kill Stealing Unwelcome help. In EverQuest, the person (or party) who does the most damage to a creature is the 


one who gets the experience points (and loot). Kill Stealing is when another player jumps in and 
engages in combat with a creature that another player is already fighting. Common courtesy is to let 
the person who instigated the combat get the XP, unless that person asks for your help. Even if you 
see that someone is about to die, ask before stepping in! Players are sometimes publicly accused of Kill 
Stealing, making them unpopular characters on the server. 


kite 


KOS 


lag 


LD 


level up 


Slow, attack, slow. Cast a movement-slowing spell (Ensnare, darkness line, Bonds of Force, etc.) and 
run ahead of a MOB. It's generally much safer to be able to outpace your opponent, though this is not 
always the case. People will also kite while under the influence of a SoW or other speed-increasing 
spell while the MOB remains at full speed. As the MOB follows you, blast it with a DoT or DD spell, or 
however you wish to hit it. 

Killed On Sight. Due to political reasons, some races or classes will automatically evoke a killing 
reaction in local creatures and/or NPCs. Necromancers, for instance, can expect a kos reception in 
most cities, as can Dark Elves. 

Slow connection. A sad, sad situation where a player's Internet connection is not good enough to 
adequately control his character. A common symptom is reacting to a situation long after the reaction 
is appropriate (e.g., swinging at a spot where a creature used to be). 

Link Dead. Linkdeath occurs when you completely lose your link to the game. Your group will see a 
" «character» has gone linkdead” message, and unless your LD was caused by your computer crashing, 
you will generally see a black screen and the words, * You have been disconnected.” Being LD in a 
hostile situation will quickly devolve into real death unless group members defend you. 

Increase character level. The moment everyone waits for—your character has finally earned enough 
experience points to go up a level. 

Location. Your current coordinates in the zone. A loc is two numbers separated by a comma. The first 
number is your north-south coordinates and the second number is your east-west coordinates. 
Laughing Out Loud. A crossover from email quickspeak, LOL means that you thought the previous 
statement or event was funny enough for you to have laughed out loud. 

Creature inventory. Any items in a creature's or NPC's inventory, which will become available to the 
victor upon the death of the owner. Loot can also be a verb, meaning to take the inventory from a 
creature. ‘I looted the key" means that you took the key from a fallen enemy's inventory. 


Lore Item 


Special item. An item usually involved in a quest. You cannot own more than one Lore Item at a time, 
even if that one is in the bank. 


LoS 


Line of Sight. Everything that can be seen from a character's first-person perspective is in his line of 
sight. Things that cannot be seen are very hard to hit. If something is out of your LoS when you're 
casting a spell that requires LoS, a message appears saying, * You cannot see your target from here." 


lowbies 


Low level characters. Not a very common term. It's usually referring to low-level characters. 


mage 


Magician. There are many different kinds of magic users in the game, but only Magicians are called mages. 
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med/medding Meditate. Meditating is a way for magic users who have reached a certain level to regenerate Mana 


faster. The pro is that Mana regenerates much more quickly during medding. The con is that the mage is 
temporarily out of the loop since all he or she can see is his or her spell book. 
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mez/mezzing Mesmerize. Enchanters are the masters of mesmerizing one or more monsters. Mezzing allows fighters 


to pick them off one by one. A mezzed monster is only quiet and still until it is attacked (or the spell 
wears off), so Enchanters often jump around and yell, “Don’t attack the mezzed MOBs!' 


MOB 


Mobile OBject. This is a very common term throughout EverQuest. Any creature that is computer- 
controlled is called a MOB. The term commonly refers to hostiles, differentiating them from other 
computer-controlled characters (NPCs) such as merchants. 


nerf 


newbie 


newbie zone 


No Drop 


No Rent 


Programmed to be less effective. When a skill, item, or power has its effect decreased by the 
programmers of EverQuest, it was nerfed. Verant Interactive™ usually warns people of the change, but 
some players only find out about the change when they try to do something and it doesn't work the 
way they expect. 

Newly created character. Newbies are characters at or below level 5. They tend to stay just outside 
the city gates, killing vermin and hoping nothing serious targets them. 


V uie CHy gates. KINE VELTHID ee e aO 
newbie garden/ Low-level creature area. Just outside the gates of most cities is an area that is stocked with low-level 


creatures. This provides newly created characters with a hunting ground where they can achieve level 
4 or 5. : 
Non-Droppable item. Some items cannot be dropped out of inventory, sold, or traded (however, they 
can be put in the bank). They are labeled “No Drop’ in the description (right-click on the item to see 
description). These items can be destroyed. 

Temporary. This term describes any item in your inventory that disappears a short time after you log 
out. This includes all mage-summoned items. These items cannot be sold to NPC merchants. If you 
have possession of No Rent items when the mage who summoned them logs out, they will not 
disappear until you log out. Be careful with No Drop containers; if they disappear with your items in 
them, the items disappear, too. 

No Problem. Shorthand method of responding to someone thanking you. 

Non-Player-Character. Any character that is not run by a player is a non-player-character. This term 
is usually used to describe only computer-driven characters, such as merchants or guards, but can 
also refer to hostiles. 

Powerful destructive spell. Nuke is short for *nuclear attack' and refers to any spell that will destroy 
an opponent, or damage it so seriously that it is no longer a threat. This term also can refer to a caster 
who is going all out to kill a MOB as fast as possible or causing a lot of damage in a short period of time. 
On My Way. Like BRT, OMW is shorthand to let another player know that you'll be there shortly. 

Out Of Character. Anything that your character wouldn't say, from comments about the server to 
asking about a RL friend should be made OOC. 


PC 


pet 


Out Of Mana. When a caster is OOM, he cannot cast any more spells until he's rested or meditated long 
enough to regain Mana. It's polite to warn anyone who may be depending on your magical assistance 
that you aren't going to be much help for a while. 
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Player-Character. A character played by an actual person rather than a computer-driven character, 


such as a guard or merchant. 

Monster servant. These are not cute-n-fluffy pets. Certain casters such as Necromancers and mages can 
summon monsters that obey their commands to physically attack targeted opponents. While the pet is 
attacking, the mage can also cast other spells. The higher the caster’s level, the higher the pet's level. 
Eventually, even a pet will be a match for almost anyone it meets. 


PH 


PK 


PoM/PoS 
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Place-Holder. This is the MOB that pops in the place of a unique MOB. In order for that unique MOB to 
spawn, the PH must be killed. 

Player-Killer. A PC who kills other PCs. In EverQuest, only characters who have mutually agreed to be 
player-killers can kill or be killed by other PCs. This is done by giving the book in your character's starting 
inventory to a Priest of Discord or by playing on a red PvP server. You can also engage in consensual 
PvP combat (on non-PvP servers) in the arenas in the various cities and by using the /€uel command. 


PoF/PoH/PoG/ Plane of Fear/Plane of Hate/Plane of Growth/Plane of Mischief/Plane of Sky. High-level zones 


that are not accessible to characters below level 46. They should only be attempted with a large group 
of experienced characters. 
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pop 


Appear. The common word that is uttered when monsters spawn, to notify your group to prepare to 
fight again. 


port 


Teleport. Teleportation is instantaneous travel between one loc and the next. Wizards and Druids are 
the two classes with location-specific teleportation spells. It is not uncommon for people to 
(sometimes loudly) request ports to whatever destination they desire. 


PL 


proc 


Power-Leveling/ Rapid level acquisition. When a character gains levels as fast as possible. Usually, this is done with 


the help of a higher-level player. The higher-level player watches over the power-leveler and heals or 


helps kill yellow or even red MOBs. This allows the player to gain levels much faster than otherwise possible. 


Process an action. Certain items have magical actions, often of use in combat. Each time such an 
item takes its action, it procs. Proc can also refer to the minimum period of time between such actions, 
So a magical weapon's proc is both its magical action and the period of time before it can repeat the action. 


pull 


pure caster 


PvP 


RDY/R 


red 


res 


RL 


ROFL 


ROFLMAO 


root 


Lure creature. When a character pulls, he goes out to get the attention of a powerful monster and 
lures it back to where the group can safely dispatch of it. 

Spell casters. Caster classes who use spells as their primary skills, also known as fingerwigglers. 
Generally, this refers to Enchanters, Magicians, Necromancers, and Wizards. (It rarely refers to WIS- 
casters or hybrids.) By level 30, almost all of these first four classes have given up melee weapons. 
Player versus Player. Any situation in which a player-character can kill another player-character such 
as duel, guild war, playing on a PvP server, etc. Actually, you don't have to be a player-killer to kill 
another PC. There are PvP zones in various cities where PCs can attack other PCs. They're easy to find— 
just look for the copious amounts of blood splashed on the walls and floor. If you walk into an area 
where arena PvP combat can occur, a message appears telling you so. Stay at your own risk. 

Ready. An all-purpose term, RDY means that the player is ready for whatever is about to happen, 
whether it's a duel, a port, or full-fledged battle. 

An impossible win. A red con indicates that the target's level is far above yours. The phrase that 
appears, “What would you like your tombstone to say?” should be a clue. 

Resurrect. Resurrection brings you back to life. If you are resurrected, you spawn where you fell rather 
than your bind point. You also regain some of the XP lost in the death. Clerics have resurrection spells, 
and can res their friends. 

Real Life. Refers to your life outside of EverQuest. As in, ‘I know you're a Qeynos-homey, but 

what's your RL town?" 

Rolling On Floor Laughing. “I think that was funny.’ Funnier than LOL, ROFL is an acronym that has 
crossed over from email quickspeak. 

Rolling On Floor Laughing My Ass Off. “I think that was extremely funny.” Another acronym that has 
crossed over from email quickspeak. 


Immobilization spell. A root spell is one that keeps the target from moving its feet or legs. This 
obviously makes it a much more appealing target, and is an integral part of root blasting a creature (see 
next entry). However, don't be surprised when other creatures do it to you! 


root blasting/ 
root'n'nuke 


Stop, attack, stop. Cast a spell that temporarily immobilizes a MOB, then cast a DoT or DD spell, 
then med or run like mad until your Mana is back up. At that point, repeat the process until the 
creature is dead. 


SG 


Sand Giant. Giants are dangerous no matter where you meet them. It’s very important to recognize a 
giant warning when you hear one! 


SoW 


Spirit of Wolf. A Druid/Shaman spell that makes the target much faster, and therefore safer. It's 
common to ask for a Druid or Shaman to cast SoW on you before traveling long distances. 


spam 


Message to everyone. To spam a message is to send it to everyone, regardless of interest. In EverQuest, 
shouting things that are not pertinent to everyone can be annoying. 


spawn 
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Creature creation. When an NPC or creature is killed, it will be recreated at a certain location. This is 
called spawning. PCs who die are also spawned at their bind point (if they have one) or their home city. 
PCs who are brought back to life by a friendly and powerful Cleric are resurrected on the spot, not spawned. 
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stun Paralysis spell. When a target is stunned, it loses all ability to move, leaving it entirely at the mercy of 
its enemy. Some physical attacks can also stun a target. 

tank/tanking Overwhelming defense and Strength. A tank is a character with great physical strength and stamina. 
Tanks are used to engage the enemy and keep their attention while weaker casters throw spells at them. 

taunt Enrage. Paladins, Rangers, Shadow Knights, and Warriors have the skill of taunting an enemy. Some 
combat spells also automatically taunt their targets. Taunting is provoking an enemy to give up its 
current target and attack the taunter. This is used when an enemy is focusing its attack on a weaker 
party member who will be killed unless the enemy is distracted. 

tombstone Certain death. When a target is conned and the result is the red text that says, * What would you like 
your tombstone to say?” then it is certain that you'll lose the battle unless you have heavy backup. 
Therefore, “It looks like a tombstone to me,” means that you think failure is inevitable. 


ee ee ee eoe a 
TPW Total Party Wipeout. When is a party not a party? When it's been TPW'd. Nothing left to do but try to 
make it back to your bodies. 


train Creatures following a target. Two points: some creatures have buddies that will join their friend in 
battle, and some creatures will chase you until you exit their zone; this means that it's common to see 
a character running for the zone boundary while being chased by two or more creatures. This is called 
*pulling a train." The problem is that once the character exits the zone, the hostile creatures are now 
free to attack any innocent bystanders. Therefore it's common courtesy under these circumstances to 
shout “Train!” so that people can get clear of the area around the zone exit in question. If you know 
what direction you're heading, it's good to add that to the warning, so that people at other zone exits 
don't have to worry. 
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travel Cover ground quickly. Travel spells and items help you travel faster. (By contrast, haste spells and 
items help you fight more quickly.) The most common travel spell is SoW. 

twinking Giving equipment. Occasionally you'll see low-level characters with too much money, or with better 


armor than they can afford. They may have been twinked. This means that a player has taken his or 
her high-level character's equipment or money, hidden it in a safe place, and then switched to their 
low-level character and retrieved it. Many players don't approve of this practice. 

twist Successive Bard songs. If you have enough real-world dexterity, your Bard can sing two or three 
songs back to back, over and over. 

white (or black) Dangerous opponent. When a character cons white or black. The color depends on the screen mode 
used, but *white' is the more common term. This refers to an NPC that is about your power level. 

WIS-caster WISdom caster. These include the Cleric, Druid, and Shaman, plus the Paladin and Ranger hybrid 
classes. Their Mana is determined by their wisdom attribute. 
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WTB Want To Buy. Used with the /auc command to let other players know you're searching for a specific item. 
WTS Want To Sell. Like WTB, above, WTS means you want to offer up goods for sale. EverQuest is as 
capitalistic as you can get, and if you can find a market for your goods or skills, more power to you. 
WTT Want To Trade. Offering up goods for trade instead of sale. People tend to hang on to their cash, 


usually because everyone is saving for some specific goodie, or because they stash it in the bank. 

Yard Trash Easy opponents. The low-level critters that hang out in the starting areas of the zone. 

yellow Risky to fight. When a target cons yello, it means that it is a few levels higher than you. 

XP/EXP/EP Experience Points. For certain victories, a character gets a number of experience points. As XP 
accumulate, characters move on to the next experience level. 

zone Regional area. Norrath is divided into zones. When crossing between zones, the word * Loading” 
appears, along with the zone name that the character is about to enter. Certain things are restricted to 
zones. Creatures, for instance, cannot cross zone boundaries. A /shout can only be heard within the 
shouter's zone. Weather is also a zone-by-zone phenomenon. “Zone” can also be an action verb, 
meaning to exit the zone. “He ran by me and zoned,’ means that he ran past and exited the zone. 
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APPENDIX B: COMMANDS 


Commands are the bare essentials for navigating the EverQuest world. Commands allow you to interact with the world around you and 
make your character perform certain tasks. The following is a list of the most useful commands. 


/atk Away from keyboard. When activated, all private /te11s sent to you auto-respond with the 
message, * You told «character's name>, ‘Sorry, I am A.EK." 

/anon or /a onor Makes you anonymous in /who and /who all, preventing other players from seeing your 

/a off class, level, and current location. 

/assist If you target a character who is engaged in combat, the /assist command automatically 
targets for you whoever that character is fighting. You can also enter /assist 
«character's name> to assist without having to target that character first. The assist 
command can be very useful in heavy combat. /assist is most effective set as a Social button. 

/auction «text» Allows you to send auction messages throughout the current zone. 
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8 /autosplit Toggles Autosplit, which automatically divides loot among participants in your group, off or on. B 
SS SES automaticaby divides loot among participants in your group, off oron. B 
: /oug or /b Takes you to a bug-reporting screen. | 
E /consent Gives that character permission to loot your corpse. R 
fl ‘ fal 
B| «character's name> 
: /consideror/con Gives vital statistics of a targeted PC or NPC. : 
B /corpse Summons the character's corpse if it’s within a 50’ radius of the character. | 
B /decline Allows you to decline a duel. B 
/disband Use this command to leave the group or disband it. Also a button. : 
/duel or /à Challenges targeted PC to a duel. To accept, type /d with the challenger targeted. The duel is : 
| in effect until someone dies or flees the zone. i 
/em «text», Sends an emote message to all nearby characters saying * «your character» «text»." For 
B B 
: /e «text», example, if you're Jookie, /em curses bitterly results in the message “Jookie curses 
8 or:ctext- bitterly.” However, the far more common use of this type of command is with one of the pre- 
| defined emotes (see “Appendix C: Emotes”). These emotes display descriptions of your ; 
E * . : : * 
B actions, and most have animations associated with them. : 
p /feedback Takes you to the Feedback screen. B 
3 /filter Toggles the profanity filter on and off. p 
2 /follow When you use this command while targeting another character in your group, you follow the : 
d targeted character. B 
d /friend Lists the characters in your Friends list. : 
: /friend Adds or removes someone from your Friends list (toggle). See also /who friend R 
«character name» and/who all friend. È 
p /gsay <txt> Sends the text to all in your group. | 
] or/g «txt» R 
E /guilddelete Guild leaders may use this command to disband their guild. E 
B /guildinvite Guild leaders and officers may use this command to invite new guild members. | 
«character's name» fs 
| /guildinvite Guild leaders and officers may use this command to make someone an officer in the guild. : 
d «character's name> B 
È /guildleader Allows the guild leader to transfer guild leadership status to another member. E 
«character's name> R 
P /guildpeace Allows the guild leader to decline the challenge of a guild war, or, once a guild war has begun, ? 
: «opposing guild calla truce to end the guild war. : 
R 
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/guildremove Removes a guild member. (Any member can remove himself, but only the guild leader can 
remove other members and officers.) To remove yourself, target yourself. 
/guildsay «text» Sends a text message to fellow guild members currently online. 


/guildstatus Displays the targeted character's guild and rank within his guild—player, officer, or leader. 
/guildstatus Displays the specified character's rank within his guild—player, officer, or leader. 
«character's name> 

/guildwar Allows the guild leader to challenge or accept another guild in guild war. Duration is in days. 


«opposing guild For example, typing /guildwar Jookie 7 means you challenge Jookie's guild to a 7-day war. 
leader's name» 


<duration> 

/ignore <name> Turns off all text from the named character. 

finvite Invites someone to join your group. Target the character first. Also a button. 

/location or/loc Displays your current coordinates. 

/iog Logs all text locally to your machine. /log <name> logs all the text between you and the 
named character. The EQLOG.TXT file that is generated appears in the EverQuest directory. 

/loot Allows you to loot a nearby corpse. The corpse must be targeted when performing this command. 

/ooc Allows you to say something as yourself (“out of character’), not as your character. The 


comment is heard throughout the zone. 

/pet as you were Returns the pet to neutral (canceling all previous orders). 

/pet attack Tells the pet to attack the designated target. 

«target- 

/pet back off Tells the pet to stop its attack. 

/pet follow me Tells the pet to follow you, but ends when you cross a zone line. 

/pet get lost Causes a summoned pet to commit suicide and vanish. You do not get Mana from this. 
However, if you've charmed your pet and you use this command, the pet wanders off until the 
charm breaks. After the charm breaks, the pet is determined to hunt you down for having 
enslaved it. 

/pet guard here Tells the pet to guard its current location. 

/pet guard me Tells the pet to attack anyone that attacks its master, or that its master attacks. 

/pet report health Displays pet's current health (?6 remaining). 

/pet sit down Tells your pet to relax. (If you have a skeleton pet, it temporarily collapses into a pile of bones.) 
Your pet will not follow you while in this state—you have to tell it to follow or guard you. 

/pet stand up Tells your pet to stand if in a sitting position. 
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/pet target Targets your pet. However, it is far better to hit F1 twice (the first selects you and the second 
selects your pet) than to type out /pet target or waste a hotkey for it. 

/pet taunt or Tells pet to taunt or stop taunting your current target (toggle). 


/pet no taunt 
/pet who the leader Displays pet's owner (useful for Enchanters). 
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/petition Requests assistance from a GM. The more detailed your message is, the quicker assistance will 
«message be provided. 

/played Displays your character's birthdate and number of hours played with your character. 

/random <x> Generates a random number between 0 and <x>. This can be used to decide things randomly; 


for instance, who gets the recently acquired treasure. The person who generates the highest 
number wins. 

/random <x><y> Generates a random number between «x» and <y>. 

/reply <text> If you receive a /te11, you may respond by using this command. This replies to the most 
recent /tell you received. 

/roleplay Activates the /anon flag and changes the color of your display name text to purple. This 
indicate your wish to roleplay and may take part in Dynamic Quests. 
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/who <name or Generates a list of all characters whose names begin as specified. For example, /who are 

partial name> generates a list of all characters whose names begin with Ae. 

/who <race> Generates a list of all characters of that race in your zone. 

/who<guildname> Generates a list of all the non-anonymous members of the guild you name. 
Note: Asking for something that gives a huge list, like /who all warrior, does not give you 
the name of every Warrior in the game. Instead, you get a partial list of 100 or so names. Such 
broad “all” searches rarely include the specific character you're looking for. 


7 /yellor/y Issues a cry for help to all characters within a 100-foot radius. 
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Emotes describe what your character is doing. Usually, players type in their own emotes using the command /em (see "Appendix B: 
Commands’ ). For example, when Jookie types: /em kicks his fallen enemy it displays “Jookie kicks his fallen enemy’ in the 
chat box. Some emotes, however, have shortcut commands. For these, all you have to do is type the command and the full sentence 
appears in your chat box. In most cases, there's an animation to go with the emote command. 

Below is a list of emotes and what they do. For these examples, Jookie is the name of your target, when you have one. 
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2 /shout «text» Sends the text across entire zone. p 
| /shownames on Turns on or off visible names above PCs’ and NPCs’ heads. | 
f] 
Bor off B 
a : T z - 
F /split <number> Splits with your group the specified amount of money—platinum, gold, silver, and copper 
E respectively. For example, /split 4 3 2 O splits 4 platinum, 3 gold, 2 silver, and 0 copper F 
P with the rest of the group. All numbers must be present—use 0 for coins that you don't want d 
F in the split. P 
j /surname Characters over level 20 may use this command to assign themselves a last name. j 
B «last name> E 
la 
r /tell <name> Sends text to named character anywhere in the game. p 
F /time Gives you the time of day in Norrath. p 
d /who Lists all player-characters in your zone. p 
B /who all Lists all player-characters on the server. : 
j Note: Add “all” to the end of any /who command to widen your search to the entire server. | 
| /who «x» «y» Generates a list of all player-characters between levels «x» and «y» in your zone. | 
d /who friend Lists members of your Friends list who are online (see /friend). E 
E /who <class> Generates a list of all characters of that class in your zone. E 
: /who corpse Lists all the corpses in the current zone. F 
/who gm Lists all the GMs that are online. 
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Emote Animated If you have a target If you have no target : 
/agree V You agree with Jookie. You agree with everyone around you. : 
/amaze r4 You gasp at Jookie in amazement. You are amazed! : 
/apologize VK You apologize to Jookie whole-heartedly. You apologize to everyone. | 
/applaud s You applaud Jookie's performance. You give a round of applause. 
/oird V You make a rude gesture at Jookie. You make a rude gesture. : 
/oite You bite Jookie on the leg. You look around for someone to bite. : 
/oleed V You bleed all over Jookie. You bleed quietly. B 
/olink rA You blink at Jookie in disbelief. You blink in disbelief. : 
l /»iush P4 You blush at Jookie. You blush profusely. | 
feel ee eee ee ee Deedee dee ee eee eee rere rere reltelrel rere relelrelreIreltelrelfelre]reJeTreTteTreTreTrelrelreTreTrelrelreIrerelrelrelrelrelreIrelelrelrelrelreltel tere eel elpelcel [n] 
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ele eel el el eee eel eel ee ell lee ele ele ee el el eee ell ee ell eo elle elle lee eel el eel ee el ell eel le eel eel el ell ee eel ee eee eee eel eee eel ee ede ee eee eee eee) 


Emote Animated If you have a target If you have no target 
/boggle "A You boggle at Jookie, shaking your head You boggle, shaking your head and 

and looking confused. looking confused. 
/oonk You bonk Jookie on the head. You look around for someone to bonk. 
/bored P4 You inform Jookie that you are bored. You inform everyone that you are bored. 
/pounce You bounce around Jookie. You bounce with excitement. 
/bow Jv You bow before Jookie. You bow. 
ford s You let Jookie know that you will be right back. You announce that you will be right back. 
/ourp v You burp loudly at Jookie. You burp loudly. 
/»ye v You wave goodbye to Jookie. You wave goodbye to everyone. 
/cackle v You cackle gleefully at Jookie. You cackle gleefully. 
/calm You try to calm down Jookie. You look peaceful and calm. 
/cheer Jv You cheer at Jookie. You cheer. 
/chuckle "4 You chuckle at Jookie. You chuckle. 
/clap "4 You clap happily for Jookie—hurray! You clap your hands together—hurray! 
/comfort You comfort Jookie. You need to be comforted. 


/congratulate 


You congratulate Jookie on a job well done. You congratulate those around you on a 


job well done. 


Feels eles] 


/cough P4 You cough at Jookie. You cough. 

/cringe y You cringe away from Jookie. You cringe. 

/curious P4 You look at Jookie curiously. You look around you curiously. 

[Cry V You cry over Jookie. You cry. 

/dance "4 You grab hold of Jookie and begin to You stand on your tip-toes and do a 

dance with him. dance of joy! 
/drool v You drool all over Jookie. You drool—something must have you 
excited! 

/duck s You duck behind Jookie. You duck. 

/eye "A You raise an eyebrow at Jookie. You raise an eyebrow inquiringly. 

/finger s You make a rude gesture at Jookie. You make a rude gesture. 

/flipoff "4 You make a rude gesture at Jookie. You make a rude gesture. 

/frown P4 You frown at Jookie. You frown. 

/gasp r4 You gasp at Jookie in astonishment. You gasp in astonishment. 

/gesture P4 You make a rude gesture at Jookie. You make a rude gesture. 

/giggle P4 You giggle at Jookie. You giggle. 

/glare "A You turn an icy glare on Jookie. You glare at nothing in particular. 

/grin You grin evilly at Jookie. You grin evilly. 

/groan P4 You groan at the sight of Jookie. You groan. 

/grovel "A You grovel before Jookie. You grovel pitifully. 

/nail You say “Hail Jookie.” You say * Hail." B 

/happy s You are very happy with Jookie. You are so very happy. 

/hug You hug Jookie. You hug yourself. : 

/nungry v You let Jookie know that you need food, badly. You need food, badly. È 
E O 
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C] 
2 Emote Animated If you have a target If you have no target : 
; /introduce v You introduce Jookie. You introduce yourself. Hi there! EH 
| /3k You let Jookie know that you were JUST KIDDING! You were JUST KIDDING! B 
È /kneel P4 You kneel before Jookie in humility and reverence. You kneel down. H 
: /laugh rA You laugh at Jookie. You laugh. B 
: /lost You inform Jookie that you are completely lost. You look completely lost. a 
| /massage You massage Jookie's shoulders. You look around for someone to massage. B 
? /moan V You moan at Jookie. You begin to moan. B 
: /mourn "4 You lower your head and mourn the loss of Jookie. You lower your head and moum the loss of the dead. : 
B /nod V You nod at Jookie. You nod. Bl 
: /panic You panic at the sight of Jookie. You panic and scream. l 
/peer Jv You peer at Jookie, looking him up and down. You peer around intently. B 
: /plead V You plead with Jookie desperately. You plead with everyone around you. B 
: /poke You poke Jookie. You poke yourself. l 
p /point V You point at Jookie. Yeah you! You point straight ahead. B 
: /ponder "4 You ponder Jookie. What is going on with him? You ponder the matters at hand. B 
| v You look at Jookie, completely puzzled. You look completely puzzled. i 
P P4 You look at Jookie and raise your hand. You raise your hand. B 
: V You ask Jookie if he is ready. You let everyone know that you are ready! 

| P4 You emit a low rumble and then roar at Jookie. — You emit a low rumble and then roar like a lion. 
È /*ofl You roll on the floor laughing at Jookie. You roll on the floor laughing. 

B /rude V You make a rude gesture at Jookie. You make a rude gesture. 

: /salute v You snap to attention and salute Jookie crisply. You salute the gods in pure admiration. 

È /shiver "4 You shiver at the thought of messing with Jookie. You shiver. Brrrrrr. fa 
: /shrug PA You shrug at Jookie. You shrug unknowingly. 
F /sigh P4 You sigh at Jookie. You sigh, clearly disappointed. E 
: /smirk You smirk mischievously at Jookie. You smirk mischievously. E 
: /smile You beam a smile at Jookie. You smile. E 
F /snarl v You snarl meanly at Jookie. You bare your teeth in a terrible snarl. 
/snicker v You snicker softly at Jookie. You snicker softly. B 
| /stare s You stare dreamily at Jookie, completely You stare at the ground. : 
lost in his eyes. 
/tap v You tap your foot as you look at Jookie impatiently. You tap your foot impatiently. B 
: /tease You tease Jookie mercilessly. You look about for someone to tease. 
: /thank "A You thank Jookie heartily. You thank everyone. B 
: /thirsty You let Jookie know that you need drink, badly. You need drink, badly! 
; [veto rA You veto Jookie's idea. You veto the idea. 
F /wave A You wave at Jookie. You wave. B 
: /welcome P4 You welcome Jookie warmly. You welcome everyone. 
E /whine You whine pitifully at Jookie. You whine pitifully. 
: /whistle rA You whistle at Jookie appreciatively. You whistle a little tune. fl 
/yawn You yawn rudely in Jookie's face. You open your mouth wide and yawn. E 
Eo eee 
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APPENDIX D: SPELLS 


There are over 1,000 spells in EverQuest. Since this is a newbie guide, we've only detailed spells up to level 10. We have also listed the 
spells that may not be available to some classes until higher levels, as long as those spells are available to at least one class below level 
10. The rest of the spells, like so much else in EverQuest, you must discover for yourself. Let's discuss the notation used here, and then dive 
into the spells. 


Bard Spells (songs) are listed separately in Appendix E. 


Casters lists the class of caster that can use the spell, and at what level. For example, Clinging Darkness is available at level 4 for 
Necromancers and level 15 for Shadow Knights. 


Mana Cost indicates the amount of Mana used during a successful cast. 

Casting Skill indicates which of the five casting skills (Abjuration, Alteration, Conjuration, Divination, and Evocation) is used to cast this spell. 
Components are items needed for the spell to be cast. 

Casting Time is how long it takes to cast the spell. 


Casting Delay is how long you must wait after casting this spell before you can cast another spell. It's usually about 2.5 seconds. The 
casting delay is listed only if it's shorter or longer than that. 


Recasting Delay, if any, is the length of time you must wait until you can cast this spell again. 


Duration is how long the spell lasts. Sometimes this is based on the level of the caster. For example, if Bind Sight is cast by a level 10 
Enchanter, it lasts 3 minutes [1 min + (12 secs x level 10) = 3 mins]. All spell durations are listed in minutes and seconds. Some spells can 
be interrupted by creatures or other characters—so in those cases, the duration is the maximum time it lasts before being interrupted. 


Range is how far away the spell can be cast. Some spells do not have a range. 
Radius of Effect is how large an area the spell affects. This applies only to AoE spells. 
Target tells who you can cast the spell on. If it's Anyone," you can also cast it on yourself. 


Resistance Invoked indicates the resistance a target uses to counter the spell. In some cases (especially with beneficial spells), there's no 
resistance listed, because the target usually wants the spell. 


Effects are wide-ranged. Most are self-explanatory, but a few need further explanation. 
Damage can be instantaneous or do damage over time (DoT). Some spells inflict an immediate burst of damage, then continue 
inflicting more damage. If a spell continues to inflict damage (DoT), the damage is usually inflicted every six seconds. 


Diseases come in a range of powers, as do their curatives. The lower the numerical rating for a disease or a curative, the less 
power it has. Sending a 1 curative spell to heal a 7 disease isn't likely to produce a complete cure, but it might improve your 
patient's condition. If a spell lists multiple chances, then the disease or curative has two chances to work. That means you can catch 
multiple diseases, and some spells might cure multiple diseases. If you only have one disease, a multiple curative has twice the 
opportunity to cure you. 


Poison spells (both inflictive and curative) work just like disease spells. 


Magic dispelling spells, Charm, and Fear also work like disease spells, but the range of powers is expressed as lowest-level, low- 
level, mid-level, high-level and highest-level. Again, don't send a boy to do a man's job—a low-level Dispel is unlikely to crack a 
high-level Charm. 


Bonus HP are special HP that temporarily boost your total. If you're hit during a Bonus HP spell, your Bonus HP reduces before 
you take any actual damage. 
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Target's Reaction tells you what happens to the spell's target. Anything given in 
parentheses is what you feel or do when the spell is cast on you. If you do the 
same thing as any other target, we don't list both reactions. Additionally, 
sometimes you can't tell if a spell has hit someone else, so the only reaction 


listed here is in parentheses, describing your reaction. 


Caster 


Enchanter (8) 

Mana Cost 35 

Casting Skill Alteration 

Casting Time 3.5 seconds 

Recasting Delay 4.75 seconds 

Duration Instantaneous 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects NPC Faction +100 to faction with target 
Standing Improved 

Target's Reaction Target looks friendly. (You feel quite amicable.) 

Bind Sight 

Casters Enchanter (8), Ranger (22), Wizard (16) 

Mana Cost 15 

Casting Skill Divination 

Casting Time 4 seconds 

Recasting Delay 12.25 seconds 

Duration 1 minute, + 12 seconds per level 

Range 10,000 feet 

Target Anyone 

Resistance Invoked None 

Effects Caster sees View through target's eyes. 
Fatigues Caster 2 points 

Targets Reaction Target's eyes gleam and then go dark. 


(You bind your sight.) 


| Bone Walk 


Casters Necromancer (8), Shadow Knight (15) 
Mana Cost 80 

Casting Skill Conjuration 

Components 2 Bone Chips 

Casting Time 7 seconds 

Recasting Delay 11.75 seconds 

Duration Instantaneous 


Target Yourself 
Resistance Invoked None 
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nutes, + 6 


seconds per level. That spell would last 4 minutes 
for a level 0 caster [3 mins + (6 secs x 10) = 


Bone Walk con't. 
Effect 
Target's Reaction 


les] Burn 


Create Undead Raises a Circle 3 Skeleton pet. 
Skeleton rises from the dead. 


Casters Magician (4) 

Mana Cost 15 

Casting Skill Evocation 

Casting Time 1.75 seconds 

Duration Instantaneous 

Range 200 feet 

Target Anyone 

Resistance Invoked Fire 

Effect Damage 9 HP, + 1 HP per 2 levels 
(max. 14) 

Target's Reaction Target's skin blisters and burns. 

fai Burst of Fire 

Casters Druid (5), Ranger (15) 

Mana Cost 15 

Casting Skill Evocation 

Casting Time 1.75 seconds 

Duration Instantaneous 

Range 200 feet 

Target Anyone 

Resistance Invoked Fire 

Effect Damage 10 HP, + 1 HP per 2 levels 
(max. 15) 

Targets Reaction Target singes as the Burst of Fire hits them. 


__ | Burst of Flame 
Casters Druid (1), Magician (1), Shaman (1) 
Mana Cost 7 
Casting Skill Evocation 
Casting Time 1.5 seconds 
Duration Instantaneous 
Range 200 feet 
Target Anyone 


Resistance Invoked Fire 
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Burst of Flame con't. 

Effect Damage 3 HP, + 1 HP per 2 levels 
(max. 5) 

Targets Reaction Target singes as the Burst of Flame hits them. 

© Camouflage 

Outdoors only 

Casters Druid (5), Ranger (15) 

Mana Cost 15 

Casting Skill Divination 

Casting Time 5 seconds 

Duration 3 minutes per level (max. 20) 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Invisibility 

Target's Reaction Target fades away. 


Cancel Magic 


Casters Cleric (14), Druid (19), Enchanter (8), 
Magician (12), Necromancer (16), Paladin (39), 
Ranger (30), Shadow Knight (39), Shaman (19), 
Wizard (12) 

Mana Cost 30 

Casting Skill Abjuration 

Casting Time 3.5 seconds 

Recasting Delay 7.25 seconds 

Duration Instantaneous 

Range 200 feet 

Target Anyone 

Resistance Invoked None 

Effect Cancel Magic 1 chance, low-level 

Targets Reaction Target feels a bit dispelled. 


Cavorting Bones 
Casters Necromancer (1) 
Mana Cost 15 
Casting Skill Conjuration 
Component 1 Bone Chip 
Casting Time 5 seconds 
Recasting Delay 6.25 seconds 
Duration Instantaneous 
Target Yourself 
Resistance Invoked None 
Effect Create Undead Raises a Circle 1 Skeleton pet. 
Target's Reaction Skeleton rises from the dead. 


Spells 


A 
Y | Center 


Casters 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 
Range 

Target 


Cleric (9), Paladin (22) 


40 
Abjuration 

4 seconds 
10.5 seconds 
27 minutes 
100 feet 
Anyone 


Resistance Invoked None 


Effects 


Target's Reaction 


Casters Enchanter (8) 

Mana Cost 45 

Casting Skill Evocation 

Casting Time 2.1 seconds 

Recasting Delay 10.5 seconds 

Duration Instantaneous 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects Damage 35 HP, + 1 HP per level 

(max. 48) 

Stun Can disrupt spellcasting. 
Knockback 1/2 foot 

Target's Reaction Target's brain begins to smolder. 


Clinging Darkness 

Necromancer (4), Shadow Knight (15) 

Mana Cost 20 

Casting Skill Alteration 

Casting Time 1.75 seconds 

Recasting Delay 6.5 seconds 

Duration 36 seconds 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects Damage 5 HP per 6 seconds 
Movement Rate loss 20%, +1% per level 

(max. 30%) 
Target's Reaction Target is surrounded by darkness. (You are in 


AC boost 


13, + 1 per 2 levels (max. 20) 


1 $| Chaotic Feedback 


Bonus HP 35 HP, + 1 HP per 2 levels 
Target is surrounded by a divine aura. (You 
feel magnanimous of spirit.) 


the grip of darkness.) 
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: | Coldlight 
Casters 
Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 
Target 
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Necromancer (1) 
15 

Conjuration 

2 seconds 

8.25 seconds 
Instantaneous 
Yourself 


Resistance Invoked None 


Effect 
Target's Reaction 


LWP Color Flux 
Casters 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Radius of Effect 
Target 


Create Item Creates light source. 
Target's hands pulse blue. (A globe of Cold 
Light forms in your hand.) 


Enchanter (4) 

20 

Divination 

1 second 

14.25 seconds 
Instantaneous 

20 feet 

Area (but not your group) 


Resistance Invoked Magic 


Effects 


Target's Reaction 


Stun 4 seconds 

Knockback 1/2 foot 

Target is stunned by scintillating colors. 
(Scintillating colors pound through your brain.) 


Column of Frost 
Casters Wizard (8) 
Mana Cost 39 
Casting Skill Evocation 
Casting Time 2.7 seconds 
Recasting Delay 8.5 seconds 
Duration Instantaneous 
Range 200 feet 
Radius of Effect 15 feet 
Target Area 


Resistance Invoked Cold 


Effect 


Target's Reaction 
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Damage 19 HP, + 1 HP per level 
(max. 31) 


Target is encased in frost. 


Courage 
Casters 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Range 

Target 
Resistance Invoked 
Effects 


Target's Reaction 


Cleric (1), Paladin (9) 

12 

Abjuration 

2 seconds 

5.5 seconds 

3 minutes, + 3 minutes per level (max. 27) 
100 feet 


Anyone 

None 

AC boost 10, + 1 per 2 levels (max. 15) 
Bonus HP 10 HP, + 1 HP per level 


(max. 20) 
Target looks courageous. (You feel a rush 
of courage.) 


"m Cure Blindness 


Casters 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Range 

Target 
Resistance Invoked 
Effect 

Target's Reaction 


Cure Disease 


Casters 


Mana Cost 

Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Range 

Target 

Resistance Invoked 
Effect 


Cleric (5), Shaman (9) 
20 

Alteration 

2 seconds 

5.25 seconds 
Instantaneous 

100 feet 

Anyone 

None 

Blindness healed. 
Target's eyes sparkle. 


Cleric (5), Druid (5), Necromancer (16), 
Paladin (15), Shaman (1) 
20 

Alteration 

2 seconds 

5.25 seconds 
Instantaneous 

100 feet 

Anyone 

None 

Disease Reduction — 1 


-| Cure Poison 
Casters 


Mana Cost 

Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Range 

Target 

Resistance Invoked 
Effect 


Appendix 


Cleric (1), Druid (5), Paladin (9), Ranger (15), 
Shaman (5) 

20 

Alteration 

2 seconds 

5.25 seconds 
Instantaneous 

100 feet 

Anyone 

None 

Poison Reduction 1 


Dance of the Fireflies 
Outdoors only 
Casters Druid (1), Ranger (15) 
Mana Cost 10 
Casting Skill Conjuration 
Casting Time 3 seconds 
Recasting Delay 8.25 seconds 
Duration Instantaneous 
Target Yourself 
Resistance Invoked None 
Effect Create Item Creates light source. 
Targets Reaction Target's hands flicker. (A swarm of fireflies 


shimmer around your hand.) 


: Dark Empathy 


Casters Necromancer (8), Shadow Knight (22) 
Mana Cost 20 

Casting Skill Alteration 

Casting Time 4 seconds 

Recasting Delay 10 seconds 

Duration Instantaneous 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Healing Heals target by 30 HP, but 


Target's Reaction 


reduces caster's HP by 30. 
Target's wounds disappear. 


D Spells 


Dark Pact 


Casters Necromancer (8) 

Mana Cost 5 

Casting Skill Alteration 

Casting Time 3 seconds 

Recasting Delay 8.25 seconds 

Duration ] minute, + 6 seconds per level 

Target Yourself 

Resistance Invoked None 

Effects Mana boost — 2 per 6 seconds 
Damage 4 HP per 6 seconds 

Target's Reaction Target looks sick. (You feel your health begin 


Deadeye 


to drain.) 


Casters Necromancer (8), Shadow Knight (22) 
Mana Cost 35 
Casting Skill Divination 
Casting Time 3 seconds 
Duration 3 minutes per level (max. 27) 
Target Yourself 
Resistance Invoked None 
Effects Infravision 
See Invisible 
Targets Reaction Target's eyes glow red. (Your vision shifts.) 


=| Dexterous Aura 


Casters Shaman (1) 

Mana Cost 10 

Casting Skill Alteration 

Casting Time 3 seconds 

Duration 3 minutes, + 3 minutes per level 
(max. 27 minutes) 

Range 100 feet 

Target Anyone 


Resistance Invoked None 


Effect 
Target's Reaction 


DEX boost 4, + 1 per level (max. 10) 
Target looks more dexterous. 
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FLAVER'S GLUDE 


Dimensional Pocket 


Casters Magician (8) 

Mana Cost 40 

Casting Skill Conjuration 

Casting Time 6 seconds 

Recasting Delay 8.25 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Create Item Creates a 4-slot bag with 
100% weight reduction. 


=" | Disease Cloud 
Casters Necromancer (1), Shadow Knight (9) 
Mana Cost 10 
Casting Skill Conjuration 
Casting Time 1.5 seconds 
Recasting Delay 8.5 seconds 
Duration 3 minutes per level (max. 6 minutes) 
Range 200 feet 
Target Anyone 
Resistance Invoked Disease 
Effects Disease 1 


Immediate Damage 6 HP 
Subsequent Damage 1 HP per 6 seconds 
Targets Reaction Target doubles over in pain. (Your stomach 


begins to cramp.) 

Y* | Divine Aura 
Casters Cleric (1), Paladin (55) 
Mana Cost 10 
Casting Skill Abjuration 
Casting Time ] second 
Recasting Delay 15 minutes 
Duration 18 seconds 
Target Yourself 
Resistance Invoked None 
Effect Invulnerability 


Targets Reaction (The gods have rendered you invulnerable.) 
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Drowsy 


Casters Shaman (5) 
Mana Cost 20 


Casting Skill Alteration 

Casting Time 2.5 seconds 

Recasting Delay 7.25 seconds 

Duration 12 seconds, + 6 seconds per 2 levels 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effect Attack Speed loss 10% +1% per 4 levels 


Target's Reaction Target yawns. (You feel drowsy.) 


Ga Elementaling: Air 


Casters Magician (8) 
Mana Cost 80 
Casting Skill Conjuration 
Component Malachite 
Casting Time 7 seconds 
Duration Instantaneous 
Target Yourself 
Resistance Invoked None 
Effect Summon Elemental Summons a Circle 3 
Air Elemental pet 
| Elementaling: Earth 
Casters Magician (8) 
Mana Cost 80 
Casting Skill Conjuration 
Component Malachite 
Casting Time 7 seconds 
Duration Instantaneous 
Target Yourself 
Resistance Invoked None 
Effect Summon Elemental Summons a Circle 3 
Earth Elemental pet 


‘| Elementaling: Fire 


Casters Magician (8) 
Mana Cost 80 

Casting Skill Conjuration 
Component Malachite 
Casting Time 7 seconds 
Duration Instantaneous 
Target Yourself 
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Elementaling: Fire con't. 
Resistance Invoked None 
Effect Summon Elemental Summons a Circle 3 


Fire Elemental pet 


ila Elementaling: Water 


Casters Magician (8) 

Mana Cost 80 

Casting Skill Conjuration 

Component Malachite 

Casting Time 7 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Summon Elemental Summons a Circle 3 

Water Elemental pet 

|] Elementalkin: Air 

Casters Magician (4) 

Mana Cost 40 

Casting Skill Conjuration 

Component Malachite 

Casting Time 6 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Summon Elemental Summons a Circle 2 

Air Elemental pet 


Ge) Elementalkin: Earth 


Casters Magician (4) 

Mana Cost 40 

Casting Skill Conjuration 

Component Malachite 

Casting Time 6 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Summon Elemental Summons a Circle 2 


Earth Elemental pet 


| Elementalkin: Fire 


Casters Magician (4) 
Mana Cost 40 
Casting Skill Conjuration 


Elementalkin: Fire con't. 


Component Malachite 

Casting Time 6 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Summon Elemental Summons a Circle 2 

Fire Elemental pet 

om) Elementalkin: Water 

Casters Magician (4) 

Mana Cost 40 

Casting Skill Conjuration 

Component Malachite 

Casting Time 6 seconds 

Duration Instantaneous 

Target Yourself aud 
Resistance Invoked None 

Effect Summon Elemental Summons a Circle 2 

Water Elemental pet 
Enchant Silver 

Casters Enchanter (8) 

Mana Cost 80 

Casting Skill Alteration 

Component Silver Bar 

Casting Time 6 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Create Item 1 Enchanted Silver Bar 


Cleric (14), Druid (9), Necromancer (4), 
Shadow Knight (15), Shaman (1) 


Mana Cost 20 

Casting Skill Abjuration 

Casting Time 2.5 seconds 

Duration 3 minutes per level (max. 27 minutes) 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Resist Cold boost 10, + 1 per level 
(max. 20) 

Target's Reaction Target is protected from cold. 
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^ | Endure Disease 


Casters Cleric (14), Druid (19), Necromancer (12), 
Paladin (39), Shadow Knight (30), Shaman (9) 

Mana Cost 20 

Casting Skill Abjuration 

Casting Time 2.5 seconds 

Duration 27 minutes 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Resist Disease boost 10, + 1 per level 


Target's Reaction 


Endure Fire 
Casters 

Mana Cost 

Casting Skill 
Casting Time 
Duration 

Range 

Target 

Resistance Invoked 
Effect 


Target's Reaction 


(max. 20) 
Target is protected from disease. 


Cleric (9), Druid (1), Ranger (9), Shaman (5) 

20 

Abjuration 

2.5 seconds 

3 minutes per level (max. 27 minutes) 

100 feet 

Anyone 

None 

Resist Fire boost 10, + 1 per level 
(max. 20) 

Target is protected from fire. 


[luus 
2 | Endure Poison 


Casters 


Mana Cost 

Casting Skill 
Casting Time 
Duration 

Range 

Target 

Resistance Invoked 
Effect 


Target's Reaction 
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Cleric (9), Druid (19), Paladin (22), 
Shaman (14) 

20 

Abjuration 

2.5 seconds 

27 minutes 

100 feet 

Anyone 

None 

Resist Poison boost 10, + 1 per level 
(max. 20) 

Target is protected from poison. 


E Enduring Breath 

Casters Druid (9), Enchanter (12), Ranger (22), 
Shaman (14) 

Mana Cost 35 

Casting Skill Alteration 

Component Fish Scales (1) 

Casting Time 4 seconds 

Duration 27 minutes 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Magic Breathing Removes need for 


breathing. 
Target doesn't seem to be breathing 
anymore. (You feel no need to breathe.) 


Target's Reaction 


j^ Enfeeblement 
Casters 


Enchanter (4) 

Mana Cost 20 

Casting Skill Alteration 

Casting Time 1.75 seconds 

Duration 1 minute, + 6 seconds per level 
(max. 6 minutes) 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects STR loss 16, + 1 per 2 levels 

(max. 20) 

AC loss 10 

Target's Reaction Target is enfeebled. 

Eye of Confusion 

Casters Enchanter (8) 

Mana Cost 25 

Casting Skill Alteration 

Casting Time 3 seconds 

Recasting Delay 7.25 seconds 

Duration 18 seconds 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effect Blindness 

Target's Reaction Target looks confused. 


Spells 


Appendix D 


Eye of Zomm | Feet like Cat 
Casters Magician (8), Wizard (8) Casters Ranger (15), Shaman (5) 
Mana Cost 30 Mana Cost 40 M 
Casting Skill Conjuration Casting Skill Alteration 
Casting Time 6 seconds Casting Time 5 seconds 
Recasting Delay 12.25 seconds Duration 3 minutes, + 3 minutes per level 
Duration 30 seconds (max. 36 minutes) 
Range 5 feet Range 100 feet 
Target Yourself Target Anyone 
Resistance Invoked None Resistance Invoked None 
Effect Creates eye that caster can control. Caster Effect AGI boost 9, + 1 per level (max. 18) 
sees through eye. Targets Reaction Target looks more agile. 
Fade Fingers of Fire 
Casters Wizard (4) Casters Wizard (8) 
Mana Cost 10 Mana Cost 47 
Casting Skill Alteration Casting Skill Evocation 
Casting Time 1 second Casting Time 1.85 seconds 
Recasting Delay 7.25 seconds Recasting Delay 8.5 seconds 
Duration Instantaneous Duration Instantaneous 
Range 350 feet Radius of Effect 25 feet 
Target Yourself Target Area (but not your group) 
Resistance Invoked None Resistance Invoked Fire 
Effect Random Teleport Randomly teleports you Effect Damage 14 HP, + 1 HP per level 
within zone. (max. 28) s 
Target's Reaction Target fades. (You fade out.) Target's Reaction Target is covered in flames. (Flames dance E 
across your body.) en 
Casters Cleric (9), Enchanter (4), Necromancer (4), Fire Bolt E 
Shadow Knight (15) Casters Wizard (8) Pn 
Mana Cost 40 Mana Cost 40 T: D 
Casting Skill Alteration Casting Skill Evocation Em 
Casting Time 3.5 seconds Casting Time 2.25 seconds ED 
Recasting Delay 9.25 seconds Duration Instantaneous eal 
Duration 18 seconds Range 300 feet eal 
Range 200 feet Target Anyone ts 
Target Anyone Resistance Invoked Fire fs 
Resistance Invoked Magic Effect Damage 37 HP, + 1 HP per level ER 
Effect Fear Low-level (max. 51) RN 
Target's Reaction Target looks very afraid. (Your mind fills Target's Reaction Target is bathed in fire. (A stream of fire teat 
with fear.) washes over you.) [eon 
EE 
za 
RAUS 
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2 | Fire Flux 
Casters 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Radius of Effect 
Target 
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Magician (4) 

23 

Evocation 

1.75 seconds 

8.5 seconds 
Instantaneous 

20 feet 

Area (but not your group) 


Resistance Invoked Fire 


Effect 


Target's Reaction 


t... | Firefist 
Casters 
Mana Cost 
Casting Skill 
Casting Time 


Damage 8 HP, + 1 HP per 2 levels 
(max. 12) 
Target is covered in flames. (Flames race 


across body.) 


Druid (9) 
30 
Evocation 
3.5 seconds 


‘eesti 


Recasting Delay 


9.25 seconds 


-o—!——A————————————————— OÉOG RE 


Duration 
Target 


12 minutes 
Yourself 


Resistance Invoked None 


Effect 


Target's Reaction 


.. | Flame Bolt 
Casters 
Mana Cost 
Casting Skill 
Casting Time 
Duration 
Range 
Target 


Attack Skill boost 1, + 1 per 2 levels 
(max. 10) 


Target's fist bursts into flame. 


Magician (8) 
40 

Evocation 

2.5 seconds 
Instantaneous 
300 feet 
Anyone 


Resistance Invoked Fire 


Effect 


Target's Reaction 


33 HP, + 1 HP per level 
(max. 47) 

Target is bathed in fire. (A stream of fire 
washes over you.) 


Damage 


: | Flame Lick 
Casters 

Mana Cost 
Casting Skill 
Component 
Casting Time 
Duration 

Range 

Target 

Resistance Invoked 
Effects 


Target's Reaction 


Druid (1), Ranger (9) 

10 

Evocation 

Fire Beetle Eye (not consumed) 

1.5 seconds 

48 seconds 

200 feet 

Anyone 

Fire 

AC loss 12 

Damage (per 6 secs) 1 HP, + 1 HP per 2 
levels (max. 3) 

Target is surrounded by flickering flames. 


(= | Flare 
Casters Magician (1) 
Mana Cost 3 
Casting Skill Evocation 
Casting Time 2.5 seconds 
Recasting Delay 20.25 seconds 
Duration Instantaneous 
Range 400 feet 
Target Anyone 


Resistance Invoked None 


Effect 


Flash of Light 


Restores Fatigue ] point 


Casters Cleric (1), Paladin (9), Shaman (1) 
Mana Cost I 
Casting Skill Divination 
Casting Time 1.5 seconds 
Recasting Delay 5.25 seconds 
Duration 12 seconds 
Range 200 feet 
Target Anyone 
Resistance Invoked Magic 
Effects Blindness 
Attack Skill loss 5 
Target's Reaction Target blinded by flash of light. 


A 

Appendix D Spells — P ——À— | 
| Fleeting Fury Furor xe 
Casters Shaman (5) Casters Cleric (5) s 
Mana Cost 10 Mana Cost 20 op 
Casting Skill Abjuration Casting Skill Evocation — Sen 
Casting Time 0.5 seconds Casting Time 1.75 seconds zs 
Recasting Delay 6.25 seconds Duration Instantaneous g 
Duration 18 seconds Range 200 feet ay 
Range 100 feet Target Anyone m 
Target Anyone Resistance Invoked Magic eal 
Resistance Invoked None Effects Damage 14 HP, + 1 HP per 2 levels — m 
Effects Restores Fatigue ] point 
STR boost 15 
AC boost 20 
DEX boost 20 


Targets Reaction Target simmers with fury. 


Frost Bolt 
Casters Wizard (1) 
Mana Cost 10 
Casting Skill Evocation 
Casting Time 1.8 seconds 
Duration Instantaneous 
Range 300 feet 
Target Anyone 
Resistance Invoked Cold 
Effects Damage 4 HP, + 1 HP per 2 levels 
(max. 7) 


Knockback 1/3 foot 
Target's Reaction Target is chilled by a bolt of frost. 


Shaman (5) 
Mana Cost 15 
Casting Skill Evocation 
Casting Time 1.75 seconds 
Duration Instantaneous 
Range 200 feet 
Target Anyone 
Resistance Invoked Cold 
Effect Damage 10 HP, + 1 HP per 2 levels 
(max. 15) 


Target's Reaction Target is struck by the frost rift. (You feel 


your skin numb as the frost rift strikes you.) 


SUE 


(max. 19) 
Knockback 1/2 foot 
Target's Reaction Target is struck by a sudden burst of force. 


Gate 


Casters Cleric (5), Druid (5), Enchanter (4), 
Magician (4), Necromancer (4), Shaman (5), 
Wizard (4) 

Mana Cost 70 

Casting Skill Alteration 

Casting Time 5 seconds 

Recasting Delay 10.25 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None NE 

Effect Teleportto Wherever you're bound. 


Target's Reaction Target fades away. 


Gather Shadows 


Casters Necromancer (8), Shadow Knight (30) 
Mana Cost 35 

Casting Skill Divination 

Casting Time 5 seconds 

Duration 20 minutes 

Target Yourself 

Resistance Invoked None 

Effect Invisibility 


Target's Reaction Target steps into the shadows and 
disappears. (You gather shadows about you.) 
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e Glimpse 


Casters 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 
Target 


Effect 
Target's Reaction 


EH 


M primagames.com 


er Primas Official Strategy Guide 


Ranger (9), Wizard (4) 
5 

Divination 

1.5 seconds 

14.25 seconds 

12 seconds 

Yourself 


Resistance Invoked None 


Telescope See almost twice as far. 
Target's eyes gleam. (Your eyes feel 


stronger.) 
=| Grasping Roots 
Druid (5), Ranger (15) 
Mana Cost 35 
Casting Skill Alteration 
Casting Time 2 seconds 
Duration 48 seconds 
Range 200 feet 
Target Anyone 
Resistance Invoked Magic 
Effects Immobilize 
One-Time Damage 10 HP 
Targets Reaction Target's feet become entwined. 
| 
© .| Grim Aura 
Casters Necromancer (4) 
Mana Cost 25 
Casting Skill Alteration 
Casting Time 3 seconds 
Duration 3 minutes per level (max. 27 minutes) 
Target Yourself 
Resistance Invoked None 
Effect Attack Skill boost 5 
Target's Reaction Target's hand is covered with a dull aura. (A 


dull aura covers your hand.) 
| Hammer of Wrath 
Casters Cleric (9), Paladin (15) 
Mana Cost 50 
Casting Skill Conjuration 
Casting Time 4 seconds 
Recasting Delay 14.25 seconds 


Hammer of Wrath con't. 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Create Item Creates weapon: Hammer 
of Wrath 

Targets Reaction (A magical hammer appears in your hand.) 


-E| Harm Touch 
Casters Shadow Knight (1) 
Mana Cost 0 
Casting Skill None 
Casting Time None 
Recasting Delay 72 minutes 
Duration Instantaneous 
Range 50 feet 
Target Anyone 
Resistance Invoked Magic 
Effects Damage 1 HP, + 10 per level 
Knockback 1/3 foot 
Targets Reaction Target writhes in the grip of agony. 
Læ | Harmony 
Casters Druid (5), Ranger (22) 
Mana Cost 25 
Casting Skill Abjuration 
Outdoors only 
Casting Time 3 seconds 
Recasting Delay 14.25 seconds 
Duration 2 minutes 
Range 200 feet 
Radius of Effect 40 feet 
Target Area 
Resistance Invoked None 
Effect Reduce Reduces target's chances of 
calling for help. 
Haze 
Casters Enchanter (4) 
Mana Cost 25 
Casting Skill Abjuration 
Casting Time 2 seconds 
Recasting Delay 6.25 seconds 
Duration 3 minutes per level (max. 27 minutes) 
Range 100 feet 


SS 
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Haze con't. 

Target Anyone 

Resistance Invoked None 

Effect AC boost 11, + 1 per 2 levels (max. 15) 
Targets Reaction Target's image blurs. 


Holy Armor 


Casters Cleric (5), Paladin (15) 

Mana Cost 20 

Casting Skill Abjuration 

Casting Time 2 seconds 

Duration 3 minutes per level (max. 27 minutes) 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect AC boost 15, + 1 per level 
“© | Icestrike 

Casters Wizard (4) 

Mana Cost 30 

Casting Skill Evocation 

Casting Time 1.8 seconds 

Recasting Delay 14.5 seconds 

Duration Instantaneous 

Duration of Impact — 7.5 seconds 

Range 150 feet 

Radius of Effect 25 feet 

Target Area 

Resistance Invoked Cold 

Effect Damage 10 HP 

Target's Reaction Target is pelted by sleet. 


Druid (9), Ranger (22) 
30 

Evocation 

2.1 seconds 
Instantaneous 
200 feet 
Anyone 
Resistance Invoked Fire 

Effect Damage 


23 HP, + 1 HP per level 
(max. 37) 


Targets Reaction —— Target's skin ignites. 


Illusion: Gnome 


Casters 


Enchanter (8) 
Mana Cost 10 
Casting Skill Divination 
Casting Time 3 seconds 
Recasting Delay 8.25 seconds 
Duration 3 minutes per level (max. 36 minutes) 
Target Yourself 
Resistance Invoked None 
Effect Change Form Gnome 
Target's Reaction Target's image shimmers. (You feel different.) 


| Illusion: Half Elf 


Casters Enchanter (4) 

Mana Cost 10 

Casting Skill Divination 

Casting Time 3 seconds 

Recasting Delay 8.25 seconds 

Duration 3 minutes per level (max. 36 minutes) 

Target Yourself 

Resistance Invoked None 

Effect Change Form Half Elf 

Target's Reaction Target's image shimmers. (You feel different.) 


| Illusion: Human 


Casters Enchanter (4) 

Mana Cost 10 

Casting Skill Divination 

Casting Time 3 seconds 

Recasting Delay 8.25 seconds 

Duration 3 minutes per level (max. 36 minutes) 

Target Yourself 

Resistance Invoked None 

Effect Change Form Human 

Targets Reaction Target's image shimmers. (You feel different.) 
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Illusion: Wood Elf 


Casters Enchanter (8) 

Mana Cost 10 

Casting Skill Divination 

Casting Time 3 seconds 

Recasting Delay 8.25 seconds 

Duration 3 minutes per level (max. 36 minutes) 
Target Yourself 

Resistance Invoked None 

Effect Change Form Wood Elf 

Target's Reaction Target's image shimmers. (You feel different.) 


IP=] impart Strength 
Casters Necromancer (8) 


Mana Cost 15 
Casting Skill Alteration 
Casting Time 4 seconds 
Recasting Delay 7.25 seconds 
Duration 6 minutes 
Range 100 feet 
Target Anyone 
Resistance Invoked None 
Effect STR boost Target gains 10, caster loses 10 
Target's Reaction Target looks stronger. 
‘| Inner Fire 
Casters Shaman (1) 
Mana Cost 10 
Casting Skill Abjuration 
Casting Time 3 seconds 
Duration 3 minutes, + 3 minutes per level (max. 27 
minutes) 
Range 100 feet 
Target Anyone 
Resistance Invoked None 
Effects AC boost 5, + 1 per 2 levels (max. 10) 
Bonus HP 10 HP, + 1 HP per level 


(max. 20) 


Targets Reaction Target's body pulses with energy. 


F " 
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Casters Cleric (9), Druid (14), Enchanter (24), 
Paladin (22), Ranger (30), Shaman (24) 

Mana Cost 20 

Casting Skill Alteration 

Casting Time 3.5 seconds 

Recasting Delay 5.75 seconds 

Duration 12 seconds 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Restores Fatigue 35 points 

Targets Reaction Target looks energized. (Your body zings 
with energy.) 

Invisibility 

Casters Enchanter (4), Magician (8), Shaman (29), 
Wizard (16) 

Mana Cost 30 

Casting Skill Divination 

Casting Time 5 seconds 

Duration 3 minutes per level (max. 20 minutes) 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Invisibility 

Target's Reaction Target fades away. (You vanish.) 


Invisibility versus Animals 


Casters Druid (9), Shaman (14) 

Mana Cost 30 

Casting Skill Divination 

Casting Time 3 seconds 

Recasting Delay 8.25 seconds 

Duration 3 minutes per level (max. 36 minutes) 
Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Invisible to Animals 

Target's Reaction Target is surrounded by an aura that 


shimmers, and then fades away. (Part of your 
image fades away.) 
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Invisibility versus Undead 


Casters Cleric (14), Enchanter (16), Necromancer (1), 
Paladin (22), Shadow Knight (9) 

Mana Cost 40 

Casting Skill Divination 

Casting Time 4 seconds 

Recasting Delay 6.25 seconds 

Duration 3 minutes per level (max. 27 minutes) 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Invisible to Undead 

Target's Reaction Target fades a little. (You feel your skin tingle.) 

Invoke Lightning 

Outdoors only 

Casters Druid (5), Ranger (15) 

Mana Cost 32 

Casting Skill Evocation 

Casting Time 2.5 seconds 

Recasting Delay 8.5 seconds 

Duration Instantaneous 

Range 200 feet 

Radius of Effect 10 feet 

Target Area 

Resistance Invoked Magic 

Effect Damage 16 HP, + 1 HP per level 

(max. 25) 
Target's Reaction Target has been struck by lightning. 


(Lightning surges through your body.) 


Gah Juli's Animation 


Casters Enchanter (4) 

Mana Cost 24 

Casting Skill Conjuration 

Components 2 Tiny Daggers 

Casting Time 2 seconds 

Recasting Delay 6.25 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Summon Animation Summons a Circle 2 
Animated Sword 
and Shield. 


Lay on Hands 


Caster Paladin (1) Note: Paladins start with this 
spell as a skill. oo 

Mana Cost 0 

Casting Skill None 

Casting Time 0 M 

Recasting Delay One day uM 

Duration Instantaneous EM 

Range 50 feet 

Target Anyone 

Resistance Invoked None m 

Effect Healing 1HP + 32 HP per level —— 

Target's Reaction Target feels a healing touch. 

Ga Leering Corpse 

Casters Necromancer (4), Shadow Knight (9) mE 

Mana Cost 40 

Casting Skill Conjuration 

Components 2 Bone Chips 

Casting Time 6 seconds a 

Recasting Delay 11.75 seconds I 

Duration Instantaneous 

Target Yourself uai 

Resistance Invoked None 

Effect Create Undead Summons a Circle 2 

Skeleton pet 
Target's Reaction Skeleton rises from the dead. 


v | Lesser Shielding 
Casters 


Enchanter (8), Magician (8), 
Necromancer (8), Wizard (8) 
Mana Cost 25 
Casting Skill Abjuration m 
Casting Time 4 seconds EM 
Duration 3 minutes per level (max. 27 minutes) un 
Target Yourself 
Resistance Invoked None 
Effects Bonus HP 12 HP, + 1 HP per level 
(max. 30) 
AC boost 12, + 1 per level (max. 30) 
Resist Magic boost 5, + 1 per 4 levels 
(max. 10) 
Targets Reaction (You feel armored.) 
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Lifespike e Locate Corpse 
Casters Necromancer (4), Shadow Knight (15) Casters Necromancer (1), Shadow Knight (9) 
Mana Cost 18 Mana Cost 5 
Casting Skill Alteration Casting Skill Divination 
Casting Time 1.75 seconds Casting Time 1.5 seconds 
Duration Instantaneous Recasting Delay 5.25 seconds 
Range 200 feet Duration Instantaneous 
Target Anyone Range 10,000 feet 
Resistance Invoked Magic Radius of Effect 1,000 feet 
Effect Damage 7 HP, + 1 HP per 2 levels Target Yourself 
(max. 11) to target. Resistance Invoked None 
Healing Damage dealt to target is Effect Locate Corpse 
gained by caster. 
Target's Reaction Target staggers. (You feel your life force 
drain away.) [MEF Lull 
Casters Cleric (1), Enchanter (1), Paladin (15) 
Mana Cost 10 
(ici! Lifetap Casting Skill Alteration 
Casters Necromancer (1), Shadow Knight (9) Casting Time 1.5 seconds 
Mana Cost 9 Recasting Delay 5.25 seconds 
Casting Skill Alteration Duration 1 minute, + 12 seconds per level 
Casting Time 1.5 seconds (max. 2 minutes) 
Duration Instantaneous Range 200 feet 
Range 200 feet Target Anyone 
Target Anyone Resistance Invoked Magic 
Resistance Invoked Magic Effects Reduce Reduces target's chances of 
Effect Damage 3 HP, + 1 HP per 2 levels calling for help. 
(max. 5) Targets Reaction Target looks less aggressive. 
Healing Damage dealt to target is 
gained by caster. 
Targets Reaction Target staggers. (You feel your life force HM! Lull Animal 
drain away.) Casters Druid (1), Ranger (9) 
Mana Cost 10 
Casting Skill Alteration 
Light Healing Casting Time 1.5 seconds 
Casters Cleric (5), Druid (9), Paladin (15), Recasting Delay 5.25 seconds 
Ranger (22), Shaman (9) Duration 1 minute, + 12 seconds per level 
Mana Cost 25 (max. 2 minutes) 
Casting Skill Alteration Range 200 feet 
Casting Time 2 seconds Target Animal 
Duration Instantaneous Resistance Invoked Magic 
Range 100 feet Effects Reduce Target animal's chances of 
Target Anyone calling for help. 
Resistance Invoked None Targets Reaction Target much less likely to attack. 


Effect 
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Healing 
(max. 33) 


24 HP, + 1 HP per 2 levels 


i ee lh 


Mend Bones 

Caster Necromancer (8) 

Mana Cost 25 

Casting Skill Alteration 

Casting Time 3.5 seconds 

Recasting Delay 9 seconds 

Duration Instantaneous 

Range 100 feet 

Target Undead 

Resistance Invoked None 

Effect Healing 25 HP, + 1 HP per level 
(max. 50) 

Targets Reaction Target begins to mend. 

Mesmerize 

Caster Enchanter (4) 

Mana Cost 20 

Casting Skill Conjuration 

Casting Time 2.5 seconds 

Duration 24 seconds 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effect Mesmerize Target is frozen until 
attacked or spell wears off. 

Target's Reaction Target has been mesmerized. 


Appendix D = — —— 
- | Minor Illusion 
Enchanter (1) 
Mana Cost 10 S 
Casting Skill Divination 
Casting Time 3 seconds 
Recasting Delay 8.25 seconds 
Duration 3 minutes per level (max. 36 minutes) 
Target Yourself 
Resistance Invoked None 
Effects Change Form To that of nearest object 
Movement Rate loss Immobile 
Target's Reaction (You feel different.) un 
Minor Shielding 
Casters Enchanter (1), Magician (1), 
Necromancer (1), Wizard (1) 
Mana Cost 10 
Casting Skill Abjuration 
Casting Time 2.5 seconds 
Duration 3 minutes, + 3 minutes per level 
(max. 27 minutes) 
Target Yourself 
Resistance Invoked None 
Effects Bonus HP 5 HP, + 1 HP per level 
(max. 10) 
AC boost 10, + 1 per level (max. 15) 
Target's Reaction Target is surrounded by a translucent shield. 


P| Minor Healing 


Casters Cleric (1), Druid (1), Paladin (9), Ranger (9), 
Shaman (1) 

Mana Cost 10 

Casting Skill Alteration 

Casting Time ] second 

Duration Instantaneous 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Healing 10 HP 


Target's Reaction Target feels a little better. 


(You feel armored.) 


Gab) Mircyl’s Animation 


Caster Enchanter (8) 
Mana Cost 45 
Casting Skill Conjuration ~~ 
Components 3 Tiny Daggers ~~ 
Casting Time 3 seconds 
Recasting Delay 8.25 seconds 
Duration Instantaneous 
Target Yourself 
Resistance Invoked None 
Effect Summon Animation Summons a Circle 3 
Animated Sword 
and Shield. 
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Casters 

Mana Cost 
Casting Skill 
Component 
Casting Time 
Recasting Delay 
Duration 


Range 
Target 
Resistance Invoked 
Effects 


Target's Reaction 
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P| Numb the Dead 


Necromancer (4), Shadow Knight (15) 
20 

Abjuration 

1 Bone Chips 

2 seconds 

5.25 seconds 

1 minute, + 6 seconds per level 

(max. 2 minutes) 


200 feet 

Undead 

Magic 

Target React Range — 15 feet 
Target's Help Radius — 25 feet 


Target much less likely to attack. 
Target looks ambivalent. 


© | Numbing Cold 
Caster 


Wizard (1) 
Mana Cost 13 
Casting Skill Evocation 
Casting Time 1.35 seconds 
Recasting Delay 8.5 seconds 
Duration Instantaneous 
Radius of Effect 25 feet 
Target Area (but not your group) 
Resistance Invoked Cold 
Effects Damage 5 HP, + 1 HP per level 
(max. 7) 
Knockback 1 foot 
Target's Reaction Target looks stone cold. 
..5 | O'Keils Radiation 
Caster Wizard (4) 
Mana Cost 15 
Casting Skill Abjuration 
Casting Time 3 seconds 
Recasting Delay 8.25 seconds 
Duration 10, + level 
Range 100 feet 
Target Anyone 
Resistance Invoked Fire 
Effects Reflect Damage2 HP 
Resist Fire boost 5,+ 1 per 2 levels 
(max. 10) 
Targets Reaction Target begins to radiate. 


Panic Animal 


Caster Druid (1) 

Mana Cost 10 

Casting Skill Alteration 

Casting Time 2 seconds 

Recasting Delay 6.25 seconds 

Duration 18 seconds 

Range 200 feet 

Target Animal 

Resistance Invoked Magic 

Effect Fear Low-level 

“| Pendril's Animation 

Caster Enchanter (1) 

Mana Cost 12 

Casting Skill Conjuration 

Component Tiny Dagger 

Casting Time 1.5 seconds 

Recasting Delay 4.25 seconds 

Duration Instantaneous 

Target Yourself 

Resistance Invoked None 

Effect Summon Animation Summons a Circle 1 

Animated Sword 
and Shield. 

Poison Bolt 

Caster Necromancer (4) 

Mana Cost 30 

Casting Skill Conjuration 

Casting Time 1.75 seconds 

Duration 42 seconds 

Range 200 feet 

Target Anyone 

Resistance Invoked Poison 

Effects Poison l 
Immediate Damage 11 HP 
Subsequent Damage 5 HP per 6 seconds 
Knockback 1/2 foot 


Target's Reaction Target has been poisoned. 


M Spells 


Appendix D 


L Reckless Strength 

Casters Cleric (5), Paladin (22) 

Mana Cost 30 

Casting Skill Alteration 

Casting Time 3 seconds 

Recasting Delay 8.25 seconds 

Duration 3 minutes 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect STR boost 20 - 1 per 6 seconds 
(ending at -10 STR) 

Target's Reaction Target's muscles bulge with reckless strength. 


(Your muscles erupt with reckless strength.) 


da Reclaim Energy 

Casters Enchanter (1), Magician (1), Necromancer (1) 
Mana Cost 5 

Casting Skill Conjuration 

Casting Time 2.5 seconds 

Duration Instantaneous 

Range 100 feet 

Target Your pet 

Resistance Invoked None 

Effect Reclaim Energy Restores a bit of Mana 


after destroying your pet. 


Targets Reaction Target disperses. 


Renew Elements 


Caster Magician (8) 

Mana Cost 25 

Casting Skill Alteration 

Casting Time 3 seconds 

Recasting Delay 9 seconds 

Duration Instantaneous 

Range 100 feet 

Target Your pet 

Resistance Invoked None 

Effect Pet Healing 25 HP, + 1 HP per level 


(max. 50) 


Target's Reaction Target's form pulses blue. 


Cleric (9), Enchanter (8), Necromancer (34), 
Paladin (22), Shaman (14), Wizard (4) 


30 
Alteration 
2 seconds Mw 
48 seconds 
200 feet 
Anyone 
Resistance Invoked Magic 
Effect Immobilize 
Target's Reaction Target's feet adhere to the ground. 
Scale Skin 
Caster Shaman (5) 
Mana Cost 25 
Casting Skill Abjuration 
Component 1 Snake Scale 
Casting Time 2.5 seconds 
Recasting Delay 6.75 seconds 
Duration 3 minutes per level (max. 27) 
Range 100 feet 0 
Target Anyone 
Resistance Invoked None 
Effect AC boost 11, + 1 per level (max. 20) 
Target's Reaction Target grows scales. 
See Invisible 
Casters Druid (14), Enchanter (8), Magician (16), — 
Wizard (4) 
Mana Cost 25 
Casting Skill Divination 
Casting Time 2 seconds 
Duration 3 minutes, + 3 minutes per level 
(max. 27 minutes) 
Range 100 feet 
Radius of Effect 60 feet - 
Target Area nui 
Resistance Invoked None 
Effect See Invisible 
Target's Reaction (Your eyes tingle.) 
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™” | Sense Animals 
Casters Druid (1), Shaman (9) 
Mana Cost 5 
Casting Skill Divination 
Casting Time 2 seconds 
Recasting Delay 6.25 seconds 
Duration Instantaneous 
Radius of Effect 240 feet 
Target Yourself 
Resistance Invoked None 
Effect Detect Animals 
Sense Summoned 
Casters Cleric (14), Magician (4), Wizard (8) 
Mana Cost 5 
Casting Skill Divination 
Casting Time 2 seconds 
Duration Instantaneous 
Radius of Effect 240 feet 
Target Yourself 
Resistance Invoked None 
Effect Detect Summoned 


Sense the Dead 


Casters Cleric (9), Necromancer (1), Paladin (15), 
Shadow Knight (9) 

Mana Cost 5 

Casting Skill Divination 

Casting Time 2 seconds 

Duration Instantaneous 

Radius of Effect 240 feet 

Target Yourself 

Resistance Invoked None 

Effect Detect Undead 

Sentinel 

Caster Enchanter (8) 

Mana Cost 25 

Casting Skill Divination 

Casting Time 2.5 seconds 

Recasting Delay 7.25 seconds 

Duration Instantaneous 

Impact Duration 360 seconds 

Radius of Effect 40 feet 

Target Area 
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Sentinel con t. 
Resistance Invoked None 


Effect You are notified of anything entering 
the area. 

Target's Reaction (You sense that you are being watched.) 

Serpent Sight 

Casters Enchanter (12), Shaman (9) 

Mana Cost 30 

Casting Skill Divination 

Casting Time 5 seconds 

Duration 27 minutes 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Infravision 

Targets Reaction Target's eyes glow red. (Your eyes tingle.) 

Shadow Step 

Casters Necromancer (8), Shadow Knight (15), 
Wizard (8) 

Mana Cost 10 

Casting Skill Alteration 

Casting Time ] second 

Recasting Delay 7.25 seconds 

Duration Instantaneous 

Range 900 feet 

Target Yourself 

Resistance Invoked None 

Effec Random Teleport 

Target's Reaction Target fades away. 

=| Shallow Breath 

Enchanter (1) 

Mana Cost 7 

Casting Skill Alteration 

Casting Time 1.5 seconds 

Duration 12 seconds 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects One-Time Damage 3 HP, + 1 HP per 2 

levels (max. 5) 

STR loss 5 
AGI loss 5 

Targets Reaction Target begins to choke. (You feel a shortness 
of breath.) 


i Shield of Fire 


Caster Magician (8) 

Mana Cost 40 

Casting Skill Abjuration 

Casting Time 2 seconds 

Duration 6 seconds per level 

Range 100 feet 

Target Anyone 

Resistance Invoked Fire 

Effects Reflect Damage 3 HP, + 1 HP per 


4 levels (max. 6) 
Resist Fire boost 10 


Target's Reaction Target is enveloped in flame. 


wl, 
«i | Shield of Thistles 


Casters Druid (9), Ranger (30) 

Mana Cost 40 

Casting Skill Abjuration 

Casting Time 2.5 seconds 

Duration 6 seconds per level 

Range 100 feet 

Target Anyone 

Resistance Invoked Magic 

Effect Reflect Damage 3 HP, + 1 HP per 
4 levels (max. 6) 

Target's Reaction Target is surrounded by a thorny barrier. 


| Shock of Blades 
Caster 


Magician (8) 
Mana Cost 30 
Casting Skill Conjuration 
Casting Time 2.1 seconds 
Duration Instantaneous 
Range 200 feet 
Target Anyone 
Resistance Invoked Magic 
Effects Damage 23 HP, + 1 HP per level 
(max. 35) 
Knockback 1/2 foot 
Target's Reaction Target is lacerated by steel. (You have 


been lacerated.) 


5 | Shock of Fire 
Caster Wizard (4) 
Mana Cost 15 
Casting Skill Evocation Lo 
Casting Time 1.35 seconds 
Duration Instantaneous 
Range 200 feet 
Target Anyone E 
Resistance Invoked Fire 
Effect Damage 11 HP, + 1 HP per 2 levels 
(max. 16) 
Target's Reaction Target combusts. 


(You feel your skin combust.) 


_| Shock of Frost 
Caster Wizard (1) 
Mana Cost 8 
Casting Skill Evocation m 
Casting Time 1.1 seconds 
Duration Instantaneous 
Range 200 feet 
Target Anyone 
Resistance Invoked Cold 
Effect Damage 4 HP, + 1 HP per 2 levels — 
(max. 6) 
Targets Reaction Target's skin freezes. 
Wizard (8) 
Mana Cost 30 = 
Casting Skill Evocation To 
Casting Time 1.85 seconds n 
Duration Instantaneous 
Range 200 feet 
Target Anyone 
Resistance Invoked Cold 
Effect Damage 26 HP, + 1 HP per level 
(max. 38) 
Target's Reaction Target's skin freezes over. 
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Shaman (5) Casters Druid (1), Ranger (9) 
Is Mana Cost 30 Mana Cost 15 
> Casting Skill Conjuration Casting Skill Alteration 

: 5 S Casting Time 1.75 seconds Casting Time 2 seconds 
ED Duration 1 minute, + 6 seconds per level Recasting Delay 6.25 seconds 
m (max. 2 minutes, 6 seconds) Duration 10 minutes, -- number of level 
in Range 200 feet Range 200 feet 
ri Target Anyone Target Anyone 
e Resistance Invoked Disease Resistance Invoked Magic 
in Effects Disease l Effect Movement Rate loss 40%, +1% per level 
A Immediate Damage 10 HP (max. 55%) 
e Subsequent Damage 2 HP per 6 seconds Targets Reaction Target has been ensnared. 
B Target's Reaction Target sweats and shivers, looking feverish. 
TEM (You feel feverish.) 
m Soothe 
n yu Casters Cleric (9), Enchanter (8), Paladin (30) 
EA ; 353 Siphon Strength Mana Cost 30 
ee Casters Necromancer (1), Shadow Knight (9) Casting Skill Alteration 
EN Mana Cost 5 Casting Time 2 seconds 
TIS Casting Skill Alteration Recasting Delay 6.25 seconds 
ur Casting Time 1.5 seconds Duration 1, + 6 seconds per level (max. 2 minutes, 
oo Recasting Delay 8.25 seconds 30 seconds) 

Duration 3 minutes per level (max. 6 minutes) Range 200 feet 

Range 200 feet Target Anyone - 

Target Anyone (flows to you) Resistance Invoked Magic 

Resistance Invoked Magic Effects Target React Range — 10 feet 

Effect STR loss 5, + ] per 2 levels (max. 10) Target's Help Radius 10 feet 

Targets Reaction Target weakens. Target much less likely to attack 

(You feel your strength dwindle.) Targets Reaction Target looks less aggressive. (You feel your 


aggression subside.) 


Skin like Wood 


Casters Gab) Sphere of Light 


Druid (1), Ranger (9) 
Mana Cost 10 Caster Wizard (1) 
Casting Skill Abjuration Mana Cost 10 
Casting Time 3 seconds Casting Skill Divination 
Recasting Delay 8.25 seconds Casting Time 4 seconds 
Duration 3 minutes, + 3 minutes per level Recasting Delay 10.25 seconds 

(max. 27 minutes) Duration Instantaneous 
Range 100 feet Target Yourself 
Target Anyone Resistance Invoked None 
Resistance Invoked None Effect Create Item Creates light source 
Effects AC boost 10, + 1 per 2 levels (max. 15) 

Bonus HP 10, + 1 HP per level (max. 20) 
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l Spirit of Bear 

Caster Shaman (9) 

Mana Cost 40 

Casting Skill Abjuration 

Casting Time 5 seconds 

Duration 3 minutes per level (max. 36 minutes) 
Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect STA boost 8, + 1 per 2 levels (max. 15) 


Target is surrounded by a brief ursine aura. 
(You feel the spirit of bear enter you.) 


Target's Reaction 


Spirit of Wolf 


Outdoors only 

Casters Druid (14), Ranger (39), Shaman (9) 

Mana Cost 40 

Casting Skill Alteration 

Casting Time 4.5 seconds 

Recasting Delay 5.75 seconds 

Duration 3 minutes per level (max. 36 minutes) 
Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect Movement Rate boost 30%, + 1% per 2 levels 
Target's Reaction Target is surrounded by a brief lupine aura. 


(You feel the spirit of wolf enter you.) 


«| Spirit Pouch 
Caster Shaman (5) 
Mana Cost 40 
Casting Skill Conjuration 
Casting Time 5 seconds 
Recasting Delay 12.25 seconds 
Duration Instantaneous 
Target Yourself 
Resistance Invoked None 
Effect Create Item Summons a 4-slot, 100% 


weight-reduction bag 


= Spells. 


Spirit Sight 


Caster Shaman (9) 

Mana Cost 20 

Casting Skill Divination — 

Casting Time 2 seconds mE 

Duration 27 minutes 

Range 100 feet 

Radius of Effect 60 feet 

Target Area <r 

Resistance Invoked None 

Effect See Invisible 

Target's Reaction (Your eyes tingle.) A 

£3 Spook the Dead 

Casters Cleric (1), Necromancer (12), Paladin (9), 
Shadow Knight (22) 

Mana Cost 10 

Casting Skill Alteration = 

Casting Time 2 seconds g 

Recasting Delay 6.25 seconds 

Duration 18 seconds 

Range 200 feet 

Target Undead un 

Resistance Invoked Magic um 

Effect Fear Low-level 0 

Target's Reaction Target has the fear of life put in them. 


(Your bones tingle.) 


Staff of Tracing 


Caster Magician (8) a 
Mana Cost 20 m 
Casting Skill Conjuration 

Casting Time 6 seconds 

Recasting Delay 8.25 seconds 

Duration Instantaneous 

Target Yourself -— 
Resistance Invoked None o 
Effect Create Item Creates a 2H Blunt weapon 
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Outdoors only 
Caster 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 
Target 


Druid (9) 

50 
Conjuration 

5 seconds 
12.25 seconds 
Instantaneous 
Yourself 


Resistance Invoked None 


Effect 
Target's Reaction 


Create ltem Creates light source 
Target's hands pulse softly. 
(A globe of stars forms within your hands.) 


i Strength of Earth 


Casters Druid (9), Ranger (30) 
Mana Cost 40 

Casting Skill Alteration 

Casting Time 5 seconds 

Recasting Delay 4.75 seconds 
Duration 27 minutes 

Range 100 feet 

Target Anyone 

Resistance Invoked None 

Effect STR boost 5, + 1 per 2 levels (max. 15) 
Target's Reaction Target looks stronger. 


IFB] Strengthen 
Casters 
Mana Cost 
Casting Skill 
Casting Time 
Duration 


Range 
Target 


Enchanter (1), Shaman (1) 

10 

Alteration 

2 seconds 

3 minutes, + 3 minutes per level 
(max. 27 minutes) 

100 feet 

Anyone 


Resistance Invoked None 


Effect 
Target's Reaction 
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STR boost 4, + ] per level (max. 10) 
Target looks stronger. 


Sp Prima Official Viral Coide 


Mana Cost 12 
Casting Skill Evocation 
Casting Time 1.5 seconds 
Duration Instantaneous 
Range 200 feet 
Target Anyone 
Resistance Invoked Magic 
Effects Damage 6 HP, + 1 HP per 2 levels 
(max. 8) 
Knockback 1/2 foot 


Stun 


Casters Cleric (5), Paladin (30) 

Mana Cost 35 

Casting Skill Evocation 

Casting Time 1.5 seconds 

Recasting Delay 14.25 seconds 

Duration Instantaneous 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effect Stun 4 seconds 

Target's Reaction Target is stunned. 

nm 

ET Suffocating Sphere 

Caster Enchanter (4) 

Mana Cost 20 

Casting Skill Alteration 

Casting Time 1.75 seconds 

Duration 12 seconds 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects Immediate Damage 18 HP 
Subsequent Damage 8 HP per 6 seconds 
STR loss 5 
AGI loss 5 

Targets Reaction Target gasps for breath. 


I sess eee 


Appendix D Spells 


« ^*^] Summon Bandages "| Summon Wisp 
Caster Magician (4) Magician (4) 
Mana Cost 15 Mana Cost 30 
Casting Skill Conjuration Casting Skill Conjuration 
Casting Time 5 seconds Casting Time 5 seconds 
Recasting Delay 8.25 seconds Recasting Delay 8.25 seconds 
Duration Instantaneous Duration Instantaneous 
Target Yourself Target Yourself 
Resistance Invoked None Resistance Invoked None 
Effect Create Item 1 bandage, + 1 more per 2 Effect Create Item Summons light source 
levels (max. 5) Targets Reaction Target's hands pulse soft light. 
(A wisp settles into your hand.) 
: "| Summon Dagger 
Caster Magician (1) “S| Tainted Breath e 
Mana Cost 10 Caster Shaman (9) aS 
Casting Skill Conjuration Mana Cost 40 
Casting Time 5 seconds Casting Skill Conjuration 
Recasting Delay 8.25 seconds Casting Time 2.1 seconds 
Duration Instantaneous Duration 42 seconds 
Target Yourself Range 200 feet MEN 
Resistance Invoked None Target Anyone 
Effect Create Item Summons Dagger Resistance Invoked Poison 
Effects Poison 5 
Immediate Damage 18 HP 
Ga Summon Drink Subsequent Damage 8 HP per 6 seconds 
Casters Cleric (5), Druid (14), Magician (1), Targets Reaction Target has been poisoned. 
Shaman (5) 
Mana Cost 10 
Casting Skill Conjuration | Taper Enchantment 
Casting Time 4 seconds Enchanter (1) 
Duration Instantaneous Mana Cost 5 
Target Yourself Casting Skill Abjuration Tr 
Resistance Invoked None Casting Time 3 seconds m 
Effect Create Item 1 globe of water, + 1 more Duration Instantaneous 
per level Range 200 feet 
Target Anyone 
| Resistance Invoked None 
: | Summon Food Effect Cancel Magic 1 chance, lowest level 
Casters Cleric (9), Druid (14), Magician (1) Shaman (9) Target's Reaction Target is surrounded by a pulse of static air. 
Mana Cost 10 (The air crackles around you.) 
Casting Skill Conjuration 
Casting Time 4 seconds 
Duration Instantaneous 
Target Yourself 
Resistance Invoked None 
Effect Create Item 1 Black Bread, + 1 more 


per level 
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= | Tashan 
Caster 
Mana Cost 

Casting Skill 
Casting Time 
Duration 

Range 

Target 

Resistance Invoked 
Effects 


Target's Reaction 


Vv | Thistlecoat 
Casters 
Mana Cost 
Casting Skill 
Casting Time 
Duration 
Target 
Resistance Invoked 
Effects 


Target's Reaction 


Treeform 


Outdoors only 
Caster 

Mana Cost 

Casting Skill 
Casting Time 
Duration 

Target 

Resistance Invoked 
Effects 


Target's Reaction 
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Enchanter (4) 

10 

Abjuration 

1 second 

1 minute, + 12 seconds per level 
200 feet 


Anyone 

None 

Poison l 

Magic Resistance 5, + 1 per level 
lowered (max. 13) 


Target glances nervously about. 
(You hear the barking of Tashan.) 


Druid (9), Ranger (15) 

25 

Abjuration 

2 seconds 

3 minutes per level 

Yourself 

Magic 

AC boost 7, + 1 per level (max. 21) 
Reflect Damage 1HP 

Target's skin sprouts thistles. 
(Thistles spring from your skin.) 


Druid (9) 

30 

Alteration 

4 seconds 

3 minutes per level (max. 36 minutes) 
Yourself 


None 

Change Form Tree 

Immobilize 

Healing 1 HP, + 1 HP per 


6 levels(max. 5) 
Fire Resistance lowered 10 
Target turns into a tree. 
(You have taken root.) 


Casters 


Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 
Target 


True North 


Cleric (1), Enchanter (1), Magician (1), 
Necromancer (4), Paladin (9), Shaman (1), 
Wizard (1) 

5 

Divination 

2 seconds 

6.25 seconds 

Instantaneous 

Yourself 


Resistance Invoked None 


Effect 
Target's Reaction 


True North shown 
(You spin to face north.) 


Vampiric Embrace 


Casters 

Mana Cost 
Casting Skill 
Casting Time 
Recasting Delay 
Duration 
Target 


Necromancer (8), Shadow Knight (22) 
30 

Alteration 

3 seconds 

8.25 seconds 

1 minute, + 6 seconds per level 
Yourself 


Resistance Invoked None 


Effect 


Target's Reaction 


Contact Ability Chance to drain 12 HP, + 1 
per level on next successful 
melee strike. 

Target's hands begin to glow. 


Ward Summoned 


Casters 


Mana Cost 
Casting Skill 
Casting Time 
Duration 
Range 
Target 


Cleric (19), Druid (5), Magician (12), 
Ranger (22) 

30 

Evocation 

2.] seconds 

Instantaneous 

200 feet 

Summoned creature 


Resistance Invoked Magic 


Effect 


Target's Reaction 


30 HP, + 1 HP per level 
(max. 41) 
Target staggers. 


Damage 


Casters 


Mana Cost 
Casting Skill 
Casting Time 
Duration 
Range 
Target 


il Ward Undead 
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Cleric (5), Necromancer (8), Paladin (15), 
Shadow Knight (22) 

30 

Evocation 

2.1 seconds 

Instantaneous 

200 feet 

Undead 


Resistance Invoked Magic 


Effect 


Range 
Target 
Resistance Invoked Magic 


Effect 
Target's Reaction 


Damage 30 HP, + 1 HP per level 
(max. 41) 

Enchanter (1) 

8 

Alteration 

1.5 seconds 


] minute, + 6 seconds per level 
(max. 6 minutes) 

200 feet 

Anyone 


STR loss 10, 4- 1 per 2 levels (max. 15) 
Target weakens. (You feel weaker.) 


Whirling Wind 


Outdoors only 

Caster Druid (5) 

Mana Cost 24 

Casting Skill Conjuration 

Casting Time 1.75 seconds 

Recasting Delay 14.5 seconds 

Duration Instantaneous 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects Damage 20 HP, + 1 HP per 2 

levels (max. 25) 

Stun Can disrupt spellcasting. 
Lift and Knockback 2 feet 

Target's Reaction Target is slammed by an intense gust of wind. 


Word of Pain 


Caster 

Mana Cost 

Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Radius of Effect 
Target 

Resistance Invoked 
Effects 


Target's Reaction 


MY Yaulp 


Casters 

Mana Cost 

Casting Skill 
Casting Time 
Recasting Delay 
Duration 

Target 

Resistance Invoked 
Effects 


Target's Reaction 


Cleric (9) 

47 

Evocation 

2.1 seconds 

11.5 seconds 
Instantaneous 

20 feet 

Area (but not your group) 
Magic 
Damage 15 HP, + 1 HP per level 
(max. 29) 

Knockback 1 foot 

Target writhes in pain. 

(You are wracked with pain.) 


Cleric (1), Paladin (9) 

5 

Abjuration 

0.5 seconds 

20.25 seconds 

18 seconds 

Yourself 

None 

AC boost 20 

STR boost 10 
Restores Fatigue 1 point 
Target lets loose a mighty yaulp. (You feel a 
surge of strength as you let forth a 
mighty yaulp.) 
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APPENDIX E: BARD SPELLS 


A Bard's song is considered a spell. The spells listed here are the first 10 songs for the Bard. See “Spells” for an explanation of the notation. 


Anthem de Arms (10) Elemental Rhythms (9) 

Casting Skill Singing Casting Skill Percussion Instruments 

Casting Time 3 seconds Casting Time 3 seconds 

Casting Delay 0 Casting Delay 0 

Recasting Delay 12 seconds Recasting Delay 12 seconds 

Duration 12 seconds Duration 12 seconds 

Radius of Effect 50 feet Radius of Effect 50 feet 

Target Your group Target Your group 

Resistance Invoked None Resistance Invoked None 

Effects Attack Speed boost 10 Effects Resist Magic boost 5, + 1 per 2 levels 
STR boost 5, + ] per 2 levels Resist Cold boost — 5, + 1 per 2 levels 

Targets Reaction (A burst of strength surges through your body.) Resist Fire boost 5, + 1 per 2 levels 

AC boost 5, + 1 per 4 levels 
Targets Reaction (You feel an aura of elemental protection 
i£] Chant of Battle (1) surround you.) 
Casting Skill Percussion Instruments 


Casting Time 3 seconds 
Casting Delay 0 Hymn of Restoration (6) 
Recasting Delay 12 seconds Casting Skill Stringed Instruments 
Duration 12 seconds Casting Time 3 seconds 
Radius of Effect 50 feet Casting Delay 0 
Target Your group Recasting Delay 12 seconds 
Resistance Invoked None Duration 12 seconds 
Effects AC boost 5. + I per 4 levels Radius of Effect 30 feet 
STR boost 5, + 1 per 4 levels Target Your group 
DEX boost 5, + 1 per 4 levels Resistance Invoked None 
Target's Reaction (You feel your pulse quicken.) Effect Healing 1 HP, + 1 per 6 levels 


Chords of Dissonance (2) 


| Jaxan’s Jig o' Vigor (3) 


Casting Skill Stringed Instruments Casting Skill Percussion Instruments 

Casting Time 3 seconds Casting Time 3 seconds 

Casting Delay 0 Casting Delay 0 

Recasting Delay 12 seconds Recasting Delay 12 seconds 

Duration 12 seconds Duration 12 seconds 

Radius of Effect 30 feet Radius of Effect 35 feet 

Target Area (but not your group) Target Your group 

Resistance Invoked Magic Resistance Invoked None 

Effect Damage 2 HP per 6 seconds, Effect Restore Fatigue 10 points, + 1 per 4 levels _ 


+ ] per 4 levels 
Target winces. (Jagged notes tear through 
your body.) 


Target's Reaction 
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(The jig sends energy zinging through 
your body.) 


Target's Reaction 


| Jonthan's Whistling Warsong (7) 


Bard Spells. 


Appendix: La 


P | Selo's Accelerando (5) 


Casting Skill Singing Outdoors only 

Casting Time 3 seconds Casting Skill Percussion Instruments 

Casting Delay 0 Casting Time 3 seconds 

Recasting Delay 12 seconds Casting Delay 0 

Duration 12 seconds Recasting Delay 12 seconds IN 

Target Yourself Duration 12 seconds 

Resistance Invoked None Radius of Effect 150 feet 

Effects Attack Speed boost 15%, + 1% per 4 levels | Target Your group 

(max 25% boost) Resistance Invoked None P 

AC boost 5, + 1 per 2 levels Effect Movement Rate boost 15%, + 1% per level 
STR boost 5, + 1 per 2 levels (max 60%) 

Target's Reaction (You whistle an ancient warsong.) Target's Reaction (Your feet move faster.) 


Kelin's Lugubrious Lament (8) 


Casting Skill Stringed Instruments 

Component Lute 

Casting Time 3 seconds 

Casting Delay 0 

Recasting Delay 12 seconds 

Duration 12 seconds 

Range 200 feet 

Target Anyone 

Resistance Invoked Magic 

Effects Target React Range 5 feet 
Target Help Radius 10 feet 
Target much less likely to attack. 

Target's Reaction Target looks sad. (You feel a strong sense of loss.) 


Lyssa's Locating Lyric (4) 


Casting Skill 
Casting Time 
Casting Delay 
Recasting Delay 
Duration 
Radius of Effect 
Target 


Singing 

3 seconds 

0 

12 seconds 
Instantaneous 
900 feet 
Yourself 


Resistance Invoked None 


Effect 
Target's Reaction 


Locate Corpse 
(A tune pervades your mind and beckons you.) 
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APPENDIX F: MAPS 


ANTONICA ZONES 
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AK'ANON 


0 -250 


-1000 


1400 


1300 


ITO STEAMFONT 
. MOUNTAINS 


1200 


. Mines of Malfunction/Chamber A—Trainers for 


Necromancers and evil Clerics, also merchants 
selling dark gold robes and spells 


. Mines of Malfunction/Chamber B—Evil Warrior 


trainer 


. Mines of Malfunction/Chamber C—Evil Rogue 


trainer 

Tick Tock Jetty—Merchant selling tinkering supplies 
Abbey of Deep Musing—Cleric trainers and 
merchants selling blunt weapons; secret door leads to 
stairs down to Rogue Guild with merchants selling 
Rogue weapons 


. Tools of Battle—Merchants selling weapons of 


all types 


. Forge of Defiance— Merchant selling blunt weapons; 


forge and Ak'Anon Forge nearby 

Merchants selling bags and boxes, food and other 
goods; also Bard 

Merchant selling shoes 

Library Mechanamagica—Enchanter, Magician, and 
Wizard trainers, with merchants selling spells, gold 
robes, and equipment for all spell casters 


. Whiz Click Bunker—Merchant selling small cloth 


and leather armor, also tailoring patterns 


. Clink Tink Bunker—Merchants selling food, fishing 


supplies, crystals, and potions 


. Ak'Anon Palace—King Ak'Anon resides here; oven, 


pottery wheel, and kiln inside 


. Gemchopper Hall—Warrior Guild; Warrior trainers 


and merchant selling various weapons 

The Works—Merchant selling fishing supplies; 
outside merchant selling small cloth armor and small 
sewing kit; loom outside 

Priest of Discord and merchant selling food and 
other goods 

Bank of Ak'Anon and merchants selling jewelry 
supplies (gems) 


. Merchants selling jewelry supplies (metals) 
. Ak'Anon Zoo 


Timekeep Square—Merchants selling small cloth 
armor, food and other goods, weapons of various 
types, and small shields of all types 


. Merchant selling fletching supplies for making arrows 
. The Oil Can—Merchants selling alcohol; brew barrel 


inside 


GVILD AND BANK LOCATOR QUEST LOCATOR 


. Necromancer/evil Cleric trainers Where Who What 
2. Evil Warrior trainer 10 Larkon Theardor Ten infected rat livers 
3. Evil Rogue trainer 14 Manik Compolten Two Rogue clockwork black boxes 
5. Cleric Guild, Rogue Guild downstairs 8 Lyra Lyrestringer Deliver mail to Kelethin 


10. Enchanter/Magician/Wizard Guild 
14. Warrior Guild 
17. Bank 
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To 
KhlApuw 1000 -2000 


BOAT Td 
FREEPORT 


= TO DAGNOR'S 


CAULDRON 

1. Docks: Northern Pier leads to Freeport, Southern 12. Bandit camp 

Pier leads to Kunark; merchants sell food and other goods; 13. Altar 

also many houses representing all the races on Faydwer 14. Stone pillar protected by Orcs 
2. Stone with guard 15. Goblin camp 
3. Ancient stone ring, protected by Dwarves 16. Dwarf houses that sell leather armor and sewing patterns 
4. Huts with merchants who sell food, cookie molds, smithing 17. Abandoned guard house 

molds, ore, brewing supplies and books, and other goods 18. Crossroads—guard house with Nyzil Bloodforge 
5. Goblin camp 19. Merchants who sell clay, firing sheets, chain armor, and 
6. Partially destroyed ancient stone ring other goods 
7. The chessboard 20. Druid Ring with merchant selling Druid spells 
8. Dwarf hut 21. Haunted tower 
9. Tower with guards and High Elf merchant selling food and 22. Goblin camp 

other goods 23. Stone tower 

10. Bandit camp with Peg Leg and others G. Guard houses 


ll. Goblin Warrior camp 


GVILD AND BANK LOCATOR 


No guilds or bank in this zone 


d 
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CABILIS, EAST _ | | 


1. Temple of Terror—Shaman and Shadow Knight Guild. 
200 0 -200 -400f The East Tower leads down to catacombs east of the 
|| To FIELD main city, filled with newbie creatures and very deadly 
or BONE pit traps (if you even survive the initial fall). These 
eventually lead to an underwater tunnel that comes out 
underneath the eastern boat dock at 600, -400 
2. Tink n’ Babble—Merchant selling alcohol; brew barrel 
inside 
3. Merchants selling alcohol and brewing supplies; brew 
barrel nearby 
4. The Block—Bank 
5. Merchant selling gems of all types, metals, and jewelry kit 
6. Merchant selling basic blacksmithing molds 
7. Merchant selling cooking supplies, pastries, and 
cookbooks; oven inside 
8. Court of Pain—Monk Guild; merchants selling Monk 
supplies, Iksar history books 
9. The Haggle Baron’s Manor—Merchant selling bristle 
silk armor 
10. The Haggle Baron’s Quarters 
ll. Merchant selling food items 
12. Merchant selling pottery supplies; kiln and pottery 
wheel outside 
13. Merchants selling blacksmithing armor molds and 
sheet metal, pottery molds, sectional molds; forge nearby 
14. Merchant selling ore, sharpening stones, smithy 
hammers, and clay 
15. Merchant selling sewing patterns and guides 
16. Merchant selling medium cloth armor, large and small 
sewing kits, sewing patterns 
17. Merchant selling food items 
18. Merchants selling fishing supplies and all fletching 
supplies for bows 
19. Merchant selling bags and boxes 
20. Merchant selling rhino hide armor; loom outside 
wet : i : 3 21. Merchant selling wilderness survival gear 
TO WEST : €— ^To SWAMP 22. Merchant selling blunt weapons, weapon molds; 
CABILIS — 1 lor No HOPE forge nearby 
m it : 23. Merchants selling combine weapons, weapon blade 
molds, and weapon part molds 
24. Merchants selling weapons and shields (all sizes), ore, 
skyfire metal, and shield molds; Cabilis Forge 
25. Merchant selling lupine scale armor 
-400 26. Fortress Talishan/War Baron's Chamber—Warrior 
Guild with various trainers scattered throughout the 
compound 
27. War Historian—Merchant selling cooking and lore books 


-600 


GVILD AND OVEST LOCATOR 
BANK LOCATOR Where Who What 


9 Klok Mugruk Curscale skins from scaled wolves 
1. Shaman/Shadow Knight Guild 1 Hierophant Oxyn Mud crabs, 2 small mosquito skins, Bone Chips 
4. Bank Field of Trooper Mozo Four Bone Chips 
8. Monk Guild Bone 
26. Warrior Guild 
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O EAST 9. 
"CABILIS 10. 


l. Tower of Death— 
Necromancer Guild; merchant 
selling Necromancer 
equipment, books, and some gems 

2. Merchant selling ivory weapons 

3. Merchants selling rhino hide 
armor, fletching supplies 
(arrows), and alchemy supplies 

4. Merchant selling food items and 
other goods 

5. Merchant selling medium cloth 
armor, Erudite sewing kit, and 
metal thread 

6. Mortuary—Mortician selling 
embalming supplies and coffins; 
merchant selling high-level 
Necromancer spells 

7. The Haggle Baron's Manor— 
Merchants selling alchemy 
supplies (all), potions, crystals, 
and dufrenite 

8. Keeper's Grotto—Merchants 

selling Necromancer spells. 

Underneath these merchants is a 

tunnel leading to a section of 

catacombs to the east of the city, 
as well as a maze area. Once in, 
your only way out is to solve 
the maze. 

The Gauntlet—PvP area 

Iksar Hermit 


GUILD AND 
BANK LOCATOR 


l. Necromancer Guild 


QOVEST LOCATOR 


Where Who What 
7 Jondin Fern flowers 


EAST COMMONLANDS 
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Orc camp (Orc Camp 2) 

Inn with alcohol, cloth armor, Magician books, spell components, tiny daggers, and gems (Inn 4) 
Hut with shields, food, herbs, and compass 

Inn with arrows and nocks, alcohol, and cloth armor (Inn 3) 

Obelisk with Rangers 

Orc camp (Orc Camp 1) with Lord Shin Ree 

Inn with food, alcohol, and cloth armor (Inn 2) 

Haunted ruins 

Empty hut 

10. Plagued huts 

11. Inn with food, alcohol, cloth armor, and pottery supplies (Inn 1), also baking supplies 
12. Shop with miscellaneous weapons and throwing weapons 

13. Shop with spell components 

14. Shop with Cleric trainer 
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14. Cleric trainer 
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TO TOXXULIA FOREST 


l. Temple of Divine Light—Cleric and Paladin 
Guilds; merchants selling blunt and sharp 
weapons; merchant outside selling cloth armor 
and leather armor and patterns 

. Teleporter to Erudin Palace 

Bard 

Teleporter to Erudin Docks 

City Armory—Merchants selling medium 

chain and plate armor with Erudin Royal 

Forge outside 

6. Teleporter Arrival Platform 

7. Erudin Surplus—Merchants selling food and 
other goods, bags and boxes; brew barrel; 
outside merchant selling small cloth armor; 
oven, pottery wheel, kiln, and loom 

8. Erudin City Library—Merchants selling Bard 
songs, Cleric spells, Enchanter Illusion spells, 
Wizard Portal spells, Mage Summon Item 
spells, Wizard Vision, and various Elemental 
Effect spells, Cloudy Stone of Veeshan 

9. Deepwater Knights, Followers of Prexus— 
Cleric and Paladin Guilds; merchants selling 
blunt and sharp weapons; forge out back 

10. Vasty Deep Inn—Merchant selling bags and 

boxes; Enchanter trainer 

ll. BlueHawk's Food—Merchant selling food 

and other goods, alcohol, cooking books; brew 
barrel inside; oven outside 


ye wN 


GUILD AND 
BANK LOCATOR 


Bank in Erudin Palace 
1,9. Cleric/Paladin Guilds 
10. Enchanter trainer 


QUEST LOCATOR 


Where Who What 
1 Jras Solsier Poacher's head 
9 Dleria Mausrel Zombie flesh 
1 RarnanLapice The library book and the 
doppleganger 
1 CipseTospyr Will Heal, Cure Poison, and 
Cure Disease for donation 


Appendix: F Ma ps 


ERUDIN DOCKS 


100 0 


200 


P ' BoAT TO 
ud eu 1 | - QEYNOS 
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Merchant selling bags and boxes, large sewing kit, and patterns 
Erudin Port Authority—Merchants selling bags and boxes 
Merchant selling cooking supplies and food 

Priest of Discord 

Teleporter to Erudin 

Platform for Teleporter arrivals 


GVILD AND 
BANK LOCATOR 


No guilds or bank in this zone 


QVEST LOCATOR 


Where Who What 
3 Beth Breadmaker Fetch bread in Karana 
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GVILD AND 
BANK LOCATOR 


2. Bank 

6. Wizard Guild 

7. Magician Guild 
8. Enchanter Guild 


QVE$T LOCATOR 


Where Who What 
3rdfloor  Toresian Fhabel Potion delivery 
7 Markus Jaeving Gather remains 
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1 

2. 
3. 
4. 
5. 


800 700 600 


800 700 600 


900 
800 
700 
600 


-500 


. Upper is Teleporter Arrival Platform, lower is Teleporter to Erudin 


Bank of Erudin 

Erudin City Office—Merchants selling bags; Prison downstairs 

Sothure's Fine Gems—Merchants selling gems, metals, and all jewelry supplies 
Vials of Vitality—Merchants selling jewelry supplies (all except metal), 
potions, magic stones 

Tower of the Crimson Hands—Wizard Guild; merchants selling spells, 
crimson robes, Wizard books, gems (assorted) 

Tower of the Gate Callers—Magician Guild; merchants selling spells, blue 
robes, gems (many), Magician equipment 

Tower of the Craft Keepers—Enchanter Guild, Merchants selling spells, gold 
robes, gems (assorted), and various spell components 

Merchant selling common spells 
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42 To BLACKBURROW 
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Merchants selling large sewing kits, sewing supplies, and goods 
Ice Goblin igloos with low-level spawns 

Ice Goblin igloos 

Barbarian guards 

Bandl McMarrin—Barbarian guard 

Ice Goblin igloos with mid-level spawns 

Temple with Barbarian Shaman selling Poison-based spells 
North Tower or Megan’s Tower 

Temple inhabited by Icy Orcs and Redwind 

Stone Giant statue 

South Tower 


GUILD AND 
BANK LOCATOR 


No guilds or bank in this zone 
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Lizard Man camp 
. Innkeeper Thug selling food and miscellaneous items 
Merchants with bowyer book, materials, blacksmithing books, and molds 
Half moon-shaped altar 
Merchant with cooking supplies 
Merchant with large sewing kit and tailoring supplies 
Druid Ring surrounded by spiders 
Roror (Lizard Man Shaman, High Priest of Cazic-Thule) will speak to good races, appears 
around this area 
9. Spectres and hidden lair of a female Necromancer 
10. Island region of ruined temples to Cazic-Thule; has entrance to the Temple of Cazic-Thule 


GUILD AND 
BANK LOCATOR 


No guilds or bank in this zone 
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FELWITHE, NORTH 


100 


100 
100 


TO GREATER 
FAYDARK 


S 
SS 


-200 


Ġ V I L D A N D 1. Cathedral of Fortitude—Paladin Guild; merchant selling various 
weapons; Priest of Discord; secret tunnels to ramparts 


2. Tovanik's Venom—merchant selling alcohol; brew barrel 
B A N K LOC ATO R 3. Traveller’s Home—Inn 


4. Shop of All Holos—Merchants selling food and other goods, cloth armor 


1. Paladin Guild and boots, gems, mithril ore, and chainmail patterns 


A E Guild 5. Beyond Faydark—Merchant selling food and other goods 
; 6. Chapel of Tunare—Cleric Guild; merchants selling blunt weapons 
Q VU E $T L O ( AT O R 7. Faydark’s Bane—Merchants selling swords, fletching and sewing kits, 

CE em dud TW ed rA Ron ot hs fletching supplies, leather armor and patterns; pottery wheel and kiln outside 
Where Who What 8. Emerald Armor—Merchants selling chain and plate armor, blunt and sharp 
1 General Jyleel Illegible scrolls weapons, shields of all types, weapon molds, shield molds, plate molds; 

1 General Jyleel Orc runner Koada'Dal Forge inside 
1 Tynkale Bandits 9. Felwithe Keeper—Bank 


10. Bait and Tackle—Merchant selling fishing supplies 
ll. Felwithe Fish House—Merchant selling food and drinks; outside oven and 
merchant who sells jewelry metals and rare gems 


zA 


primagames.com Mu 
de 


a 
E. 
puse 


ind 


bel. e Primas Official Strategy Guide 
FELWITHE, $OVTH 


TO NORTH 


FELWITHE 

ZEN G VI L D A N D B A N K LOCATO R 1. Embark Isle—Gate room to Guilds 

en RE GA UU IQEME M c c ccc ccc M CE CE ME 2. Amethyst Isle—Wizard Guild 

- Bank in North Felwithe 3. The Ruby Palace—Magician Guild 

A 2. Wizard Guild 4. The Jade Palace—Enchanter Guild 
Lr 3. Magician Guild 5. Keeper's Archives—Merchants selling cloth armor 
e^ 4. Enchanter Guild and sewing kits, jewelry supplies (common gems), 

T 


common spells, potions and crystals; loom inside 
QVEST LOCATOR 


X 


A Where Who What 
- 3  Niola Impholder Four batwings 
Sa 2 Tanker Blazetoss Black wolf skin 


SS 
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-400 -400 -400 -400 . 


3000 


2000 


To WARSLIK’S 
Woop © 


To EAST 
—CABLIS — 


TO SWAMP 
or No HoPE 


Island with The Tangrin 

Pass through the cliffs 

Kurn's Tower 

The Pit 

Cabilis Outpost Ruins—Merchants selling patch hide armor, newbie weapons, survival 
gear, and food items 

Ancient Ruins of Kaesora, bind point 
Entrance to Kaesora 

Entrance to Marauder's Hideout 
Entrance to Sythrak's Temple 
Entrance to Abandoned Crypt 
Entrance to Bonebinder Warrens 


GVILD AND 
BANK LOCATOR 


No guilds or bank in this zone 
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4, To WEST 
FREEPORT 


TO NORTHERN 
DESERT OF Ro 


GUILD AND BANK LOCATOR 


Bank in North Freeport 
12. Underground tunnels to Necromancer/Shadow Knight/Rogue Guild as 
well as evil race guildmasters for other classes 


LN 


13. 


14. 
15. 


16. 


17. 


Armor by Ikthar—Merchants 
selling chain and plate armor, 
armor molds, clay, chain 
sectionals, shield molds, plate 
molds; forge outside 


. Trader's Holiday—Merchants 


selling blacksmithing molds and 
books, alcohol; brew barrel and 
oven inside 

Backalley Brewhouse—Tavern 
with merchant selling racial 
alcohol 

Velith and Bardo’s Imported 
Goods—Merchants selling racial 
alcohol, blacksmithing books, file 
molds and other molds 

Leather and Hide—Merchants 
selling small and medium leather 
armor and patterns 

Priest of Discord 

Grub n’ Grog Tavern— 
Merchants selling alcohol and 
food; brew barrel and oven inside 
Freeport Inn—Merchants selling 
food and other goods 

Port Authority—Merchants 
selling fishing supplies 

Freeport Dock—Boat to Ocean 
of Tears, Butcherblock Mountains, 
and the rest of Faydwer 
Seafarer’s Roost—Merchants 
selling odd and unusual beers, 
throwing weapons and lockpicks; 
brew barrel inside; entrance to 
Stairs B in East Freeport Tunnels 


. Eastside Inn—Secret entrance to 


the underground tunnels with 
Necromancer, Shadow Knight, 
and Rogue Guilds, as well as 
guildmasters for the other classes 
for evil races 

Empty building with secret 
entrance to Stairs A in East 
Freeport Tunnels; oven outside 
Empty building 

Gord’s Smithy—Merchants 
selling various weapons and bags; 
forge outside 

Chops and Hops—Merchant 
selling alcohol; oven inside 
Hallard’s Resales—Merchants 
selling various weapons, also KOS 
dog named Scraps 
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FREEPORT 
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FREEPORT 


19. 


GVILD AND BANK LOCATOR 


Bank in North Felwithe 
2. Paladin Guild 
3. Cleric/Paladin Guild 


5. Bard Guild 
15. Bank 
OVEST LOCATOR 
Where Who What 
3 Celsar Vestagon Piranha killing 
3 Jemoz Lerkarson Will cast Holy Armor on you 
3 Palious Jarten Will Cure Disease 


To WEST . do 3 E. 17. 


18. 


Office of Landholders— 
Merchants selling food and other 
goods, and cooking books 

Hall of Truth— Paladin Guild 
Temple of Mithaniel Marr— 
Guilds for the Clerics and Paladins 
Groflah's Forge—Merchants 
selling ore, weapons, clay, 
sharpening stones, smithing 
equipment; forge outside 
Marsheart's Chords— Bard Guild; 
merchants selling throwing 
weapons and musical instruments 
Freeport City Hall 

Coalition of Trade Folk— 
Merchants selling food and other 
goods 

Knight's Quarters 


. Empty building 
. The Blue Building—Merchant 


selling jewelry metals, rare gems, 
and books 


. Jade Tiger's Den—Merchants 


selling food and other goods 


. Tassel's Tavern—Merchants 


selling alcohol; brew barrel inside 
Emporium— Merchants selling 
medium cloth items; forge outside 
Empty building 

The Vault—Bank 


. Galio's Meat and Mullet—Tavern 


with merchant selling food items 
and meat pies; brew barrel and 
oven inside; pottery wheel and kiln 
outside 

Public Bunkhouse—Empty 
building with oven outside 

The World at Hand—Merchants 
selling food and other goods 
Freeport Fine Clothiers— 
Merchants selling pottery sketches 
and cloth armor 
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TO NORTH 
FREEPORT 


GUILD AND 


BANK LOCATOR 


Bank in North Freeport 
. Warrior Guild 


5. Magician/Enchanter/Wizard Guild 


6. Warrior Guild 
7. Warrior trainers 
12. Monk Guild 


QUEST LOCATOR 


Where Who 
3 (outside) Captain Hazran 
6 Cain Darkmoore 
6 Plagus Ladeson 
7 Toala Nehron 
9 Pandos Flintside 
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What 

Deathfist slashed belt 
Deathfist slashed belt 
Letter delivery 

Find a stolen pouch 
Muffin delivery 


ViPWN pe 


TO NORTH 
FREEPORT 


To EAST 
FREEPORT 


Lady Krystin—Merchant selling brewing supplies 

West Gate Marketplace—Ogre selling pickled items 

Freeport Militia House—Warrior Guild; forge out back 

Lady Linadian—Merchant selling cloth armor 

Academy of Arcane Science—Magician, Enchanter, and Wizard Guild 
selling tomes, gems, and violet robes 

The Steel Warriors Guild—Warrior Guild; merchants selling various 
weapons; forge and Freeport Forge out back 

The Freeport Arena—PvP area; Warrior trainers in balcony 


. Gurb's Anvil—Smithy that sells various weapons, weapon blade molds: 


pottery wheel inside; kiln outside 


. Hogcaller's Inn—Sells alcohol; Lady Shae inside; brew barrel outside 
. The Theatre of the Tranquil 
. Brownloe Bakery—Sells food items and bowls; kiln and pottery 


wheel outside 

The Ashen Order—Monk Guild; merchants selling throwing weapons 
and musical instruments 

Torlig's Herbs and Medicines—Sells potions, crystals, mistletoe 
Empty building—Oven inside 
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GUILD AND BANK LO( 


Cleric/Necromancer trainers 
Wizard trainers 
Cleric/Necromancer trainers 
Cleric/Shadow Knight trainers 
Shadow Knight trainer 
Cleric/Necromancer trainers 
Necromancer trainer 
Shadow Knight trainer 
Rogue trainer 

Dark Elf Rogue trainer 

. Rogue trainers 

. Rogue guildmaster trainers 


SE ocu MEOS Bet 


= u 


. Cleric and Necromancer trainers 

. Warrior, Shadow Knight, 
Enchanter, Mage, and Wizard 
trainers 

3. Cleric and Necromancer trainers 

. Cleric and Shadow Knight trainers 
. Shadow Knight trainer; merchants 
selling weapons and spells 

6. Cleric and Necromancer trainers; 
merchants selling spells 

. Necromancer trainer; merchants 
selling Necromancer equipment 
and spells 

. Shadow Knight trainer; merchant 
selling weapons 

. Rogue trainers 

. Dark Elf Rogue trainer 

. Rogue trainers 

. Rogue guildmaster and trainers 

. Stairs up to hidden entrance to 
Building #13 in East Freeport 

. Door to Building £11 in East 
Freeport 
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To NORTH 
200 0 FREEPORT 2400 -600 -800 -1000 -1200 -1400 
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! zo z dies 
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FREEPORT : i i | 
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_ FREEPORT 


1. Flooded room with drowned citizens who drop waterlogged flesh 

2. Toxdil, a Rogue dealing in Poison 

3. Flooded water cistern with drowned citizens; travel around the upper rim 
and avoid the water, but if you fall in you must swim northward to exit 
through a secret tunnel. 


GUILD AND BANK LOCATOR 


No guilds or bank in this zone 
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Orc camps 
Abandoned Druid Ring 


1 
2. 
See Kelethin map for guilds and bank 3. Bandit camp 
4. Wizard Ring 
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200 


SWAMP 


Warrior Guild 
Shadow Knight Guild 
Bank 

Shaman trainers 
Shaman Guild 


WON AN 


Where 

Tunnel East of 6 

Tunnel to Innothule Swamp 
Platform Northwest of 2 
Northwest of 2 (over bridge) 
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TO INNOTHULE 


GVILD AND BANK LOCATOR 


QUVE$T LOCATOR 


Who 

Hukulk 

Basher Nanrum 
Ranjor 

Hergror 


Priest of Discord 
. Da Bashin Place—Warrior Guild with merchants 
selling weapons 

3. Gunthak's Belch—Merchants selling brewing 
supplies, alcohol, bags 

4. Krung's Clubs N’ Junk—Merchants selling weapons, 
large leather, chain, and plate armor; outside sells 
food items, boots, fletching equipment, and bows and 
arrows; Grobb Forge nearby 

5. Uzak the Jeweler—Merchants selling jewelry; oven 
nearby 

6. Nightkeep—Shadow Knight Guild with merchants 
selling ore, sharpening stones, clay, and weapons 

7. 1st Bank of Grobb 

8. The Root of Innoruk—Shaman trainers with 
merchant selling medicine bag 

9. The Throne of Might—Shaman Guild 


N = 


What 

Four Bone Chips 

Three Fire Beetle Eyes 

One Froglok meat, 2 Froglok flesh 
Four fungus spores 
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To EVERFROST PEAKS 


. Pit of Doom—Warrior Guild; merchant selling weapons 
. Merchant selling bags and boxes 


3. Church of the Tribunal—Shaman Guild with merchants selling 
B AN K LO C ATO R alchemy items 


4. Dok's Cigars—Merchants selling food and other goods, pottery 
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1. Warrior Guild equipment 

E Shaman Guid 5. The Golden Torc—Merchants selling steel and iron torques; pottery 
7 Rogo by eke wheel inside; kiln out back 

E Ld 6. Cappi's Rose Garden—Rogue Guild 


7. Cappi's Coffer—Bank; merchants selling throwing weapons, 


Q VE ST. LOC AT O R o food and other goods; Rogue trainers; Priest of Discord 


Where Who What 8. Mac's Kilts—Merchants selling large cloth and leather armor, small 
sewing kits, and patterns; loom outside 


8 Cindl Non-ruined polar bear skin A ; 
1 Lysbith Mcnaff Gnoll fangs 9. McDaniels Smokes and Spirits—Merchants selling alcohol, 
1 Lysbith Mcnaff Ice Goblin necklaces smithing equipment, large plate molds, large shield molds, smithy 


hammers, large chainmail patterns, baking supplies; Warrior trainer; 
merchant selling food and other goods; oven outside 

10. McDonald's Fire Cider—Merchants selling food and alcohol, 
pottery and brewing supplies 

1l. McPherson's Bloody Blades—Merchants selling large chain and 
plate armor, bows and arrows, fletching supplies, weapon molds; 
forges and Northman Forge outside 

12. McQuaid's Bar and Stout—Brew barrel; merchants selling alcohol 

13. Yee Magik—Merchants selling blunt weapons, medicine bags, 
dufrenite, potions, and crystals 

14. The Bound Mermaid—Merchant selling fishing supplies 

15. Provider's Post—Merchants selling food, cooking equipment, and 
pottery sketches 
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INNOTHULE SWAMP 


2000 


Tower, home of Jojuanga and undead 

High-level monsters (Froglok foragers and Kobold hunters) 

Stone hand with merchant selling the Poison-related Shaman spells 
Stone hand surrounded by shadowed men 

Froglok hunting grounds 

Ruined ferry 

Submerged hut 

Newbie area 
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GUILD AND BANK 
LOCATOR 


No guilds or bank in this zone 
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400 300 200 100 0 pee i 1. Kaladim Mines—Merchant 


selling gems 

2. Merchant selling brellium, ore, 
: 1 smithy hammers, sharpening stones 

1400 —— 3. Underfoot Cathedral—Cleric Guild 
with merchants selling blunt 
weapons, food and goods merchant 
outside 
1300 4. Ratsbone Treasury and Assay 
Office—Bank; merchants selling 
throwing weapons, mining supplies; 
Rogue Guild members outside 
Pottery wheel and kiln 
Empty hut 
Empty hut 
Everhot Forge—Merchants selling 
blunt and sharp weapons, small 
1100 chain and plate armor, small plate 
and shield molds, weapon molds, 
jewelry metal and rare gems; forge 
outside 
1000 9. Greybloom Farm—Merchants 

selling grapes, brew barrel inside; 
oven outside 

10. Underfoot Citadel—Paladin Guild 


—1200- 


pog gh wt 


^400- — : — 
TO SOUTH :3 
KALADIM | To SouTH 
i : KALADIM 
GUILD AND BANK QUEST LOCATOR 
Where Who What 
LO C ATO R 10 Bumle Reminjar Krag chick talons 
; n 10 Gunlok Jure Four Bone Chips 
^ a eu 3 Nultal Malfoot Four skunk scent glands (will also Heal you) 


10. Paladin Guild 
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~ 400 
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TO BUTCHERBLOCK 
MOUNTAINS - 


1. Tanned Assets—Merchant selling small G V | E D A N D 

leather armor 
2. Irontoe’s Eats—home of Tumpy Irontoe; 

merchants selling alcohol and meat pies B AN K LO C ATO R 
3. Staff and Spear—Merchants selling swords and Bank in North Kaladim 


fletching supplies à ! 
. W Guild 
4. Redfist's Metal —Merchants selling small 7 Em 


shields and weapons of all types; forge and 


St dF tsid 
5. The Battlefield. Non-PvP arena QU E ST ] LO CATOR 


6. Pub Kal—Merchants selling alcohol, brew barrel; Where Who What 
Bard outside ; nm 7 Beno Targnarle Wandering clockwork 
7. Stormguard Hall—Warrior Guild with 7 Canloe Nusback Crushbone Orc belts (found in Crushbone) 
merchants selling various weapons 7  Vacto Molunel Two scarab carapaces and 5gp for scarab helm 
8. Priest of Discord 7  Byzar Bloodforge Four Runnyeye warbeads 


9. Creekside Alchemist—Merchant selling potions 
and crystals 
10. The Stout Pack—Merchant selling bags; pottery 
wheel and kiln outside 
ll. Gurtha's Ware—Merchants selling small boots, 
small cloth armor, pottery supplies; oven outside 
12. Stormhammer Hold—Castle, home of the king 
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Appendix: F 


KELETHIN . 


E 2 : 1. Abandoned platform with loom 
dm a 200 200 20 2. Orc Lift to ground—Merchants selling food and 


other goods and pottery sketches; inn 

. Merchants selling Elven food items, food, and 
other goods 

. Tavern selling alcohol; merchant selling 

plate armor 

. Merchants selling racial alcohol, common gems 

. Abandoned platform 

. Tavern selling alcohol; merchant selling 

plate armor 

. (Upper platform)—connects to Platforms 5, 6, 
and 7; Sparkling Glass—Merchant selling 
metals and rare gems; merchants selling Elven 
food; oven 

. (Lower platform)—connects to Platforms 3 and 
11; pottery and fletching supply merchants; The 
Emerald Outpost—Warrior Guild 

. Heartwood Tavern—Sells alcohol 

. Hut selling food and other goods; connected 
platform has tavern selling alcohol 

. Priest of Discord (PoD) Lift—Merchants selling 
medium armor molds, sheet metal, and food and 
other goods 

. Bank of Kelethin—Merchant selling potions 
and crystals 

. Platform with Rangers 

. (Upper)—connects to abandoned platform (13) 

. (Lower)—connects to Platforms 11 and 15; 
Packwearers Goods—selling bags and boxes; 
Songweaver's Stump— Bard Guild across bridge 
. Newbie Lift—Merchants selling food and other 
goods, sewing kit, and patterns and instructions 
. Faydark's Champions—Ranger Guild 

. Inn selling food and other goods; forge; merchant 
selling potions and crystals, chain mail patterns, 
weapons 


G V I L D A N D 18. Merchant selling leather armor and sewing 


patterns; merchant in hut selling bags and boxes 


B A N K LO CATO R 19. Inn selling food and other goods 


20. Shop selling blacksmithing books and container, 


8. Warrior Guild weapon, and file molds; merchant selling cloth 
12. Bank armor; pottery wheel and kiln 
14. (lower) Bard Guild 21. Soldiers of Tunare—Druid Guild; brew barrel; 
16. Ranger Guild bridge connects to Bilrio's Smithy selling sharp 
21. Druid Guild and blunt weapons, medicine bags 
23. Rogue Guild 22. Merchants selling chain mail armor and boots, 
also Fier'Dal Forge 


23. Scouts of Tunare—Rogue Guild, sells throwing 


QU E ST LOCATO R weapons 


24. Trueshot Bows—selling fletching (arrow) 


Where Who What supplies; merchants selling fletching (bows) 
21 Heartwood Master Rusty-bladed weapons supplies; tavern selling alcohol and Ranger spells 
8 (lower) Regren Spiderling eye, ruined wolf pelt, Bone Chips, bat fur 
16 Dill Fireshine Two Orc hatchets 
16 Ran Sunfire Six pixie dusts 
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LAKE OF ILL OMEN 


4000 2000 0 -2000 -4000 -6000 
: i To WEST 
CABILIS 


4000 


To FIRIONA 


VIE 
NS 0 
To FRONTIER 
MOUNTAINS 
-2000 
-4000 


1. Cabilis Outpost Ruins—Merchants selling patch hide armor, newbie weapons, 


G U | L D A N D survival gear, and food items 
. Goblin Hunter Outpost 
BANK LOCATOR 


2 
3. Haunted ruins 
4. Hut with outcast Iksar 
No guilds or bank in this zone 5. Empty hut 
6. Goblin ruins 
7. Empty tower 
8. Sunken Temple of Veksar 
9. Goblin ruins 
10. Sarnak Fortress 
ll. Goblin-infested tower 
12. Haunted ruins 
13. The Windmill—Tower with Professor Akabao and merchant who sells 
Poison supplies 
A. Tunnels leading to the Goblin mines 
B. Tunnels leading to interior of Sarnak Fortress 


3 
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Orc camp 

Goblin camp 

Haunted obelisk 

Gate through the wall 

Empty huts 

Merchant with baking supplies 

Merchant with small leather armor and patterns 
Merchant with sewing supplies, including how-to's, large kit, and needle and thimble molds 
Merchant with pottery supplies 

10. Abandoned tower 

ll. Merchant with small armor molds 

12. Empty hut 

13. Druid Stone Ring 

14. Lil Honeybugger's Hut 

15. Tower with Bixie Queen 


GVILD AND BANK LOCATOR 


No guilds or bank in this zone 
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primagames.com |: 


esp Primas Official Strategy Guide 
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NEKTVLO$ FOREST 


1000 0 -1000 
To LAVASTORM ; ies oe ee 
. MOUNTAINS : 


Newbie area 
. Halfling ruins 
- Wizard Teleport with undead 
. Halfling temple 
. Ruined obelisk with shadowed men 
. Halfling town 
. Obelisk with undead 


GVILD AND BANK 
aw LOCATOR 


No guilds or bank in this zone 


THO Ub v No 


| To 
NERIAK 
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NERIAK COMMONS 


l. Priest of Discord 
TO NERIAK 2. Entrance to the Neriak 
QUARTER : Underground—found within is The 


Neriak Bank, The Burnished 
Coin, The Refined Palate, The 
Bounty of the Earth, and The 
Blind Fish. These places sell 
between them sharpening stones, 
clay, ore, smithy hammers, weapon 
blade molds, alcohol, food items, 
books, baking supplies, potions and 
crystals; also has brew barrel 
and oven 
3. The Forge of the Blue Film— 
Smithy and merchants selling small 
chain armor and various weapons 
4. Adamant Armor—Merchant who 
sells small plate armor; forge outside 
5. Forge House 
6. Tower of the Spurned—Wizard, 
Magician, and Enchanter Guild; 
merchants selling all items for 
those classes 
7. Toadstools—Merchants selling 
alcohol and small armor molds; 
fishing supplies outside 
8. The Bleek Fletcher—Merchant 
selling fletching supplies (arrows) 
9. The House of D'Abth—Merchant 
selling food items and other goods 
10. The Dashing Form—Merchant 
selling small cloth armor and 
sewing kits 
11. The Cauldron of Hate— 
Warrior Guild 
12. Waterfall conceals a secret area 
and a spawn point for a Wizard Rod 


GVILD AND 


2. Bank 
6. Magician/Enchanter/Wizard Guild 
ll. Warrior Guild 


OVEST LOCATOR 


Where Who What 
11 Seloxia Punox Deliver a note 
]] Yegek B’ Larin Three Bone Chips, 3 Fire Beetle Eyes 
ll Trizam N'tan Four Orc pawn picks 
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NERIAK FOREIGN OVARTER 


GUILD AND 
BANK LOCATOR 


No guilds or bank in this zone 


QVEST LOCATOR 


Where Who What 
4 Sal Drana Food shipments 
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To NEKTULOS 
FOREST 


To NERIAK 
COMMONS 


. Hall of the Fallen—Guard hall 


The Smugglers Inn—Merchants selling alcohol, brewing supplies, food items, 


. and other goods 


Silk Underground—Merchants selling small and large cloth armor and 
sewing kits : 
Dranas Bread and Butcher—Merchants selling food items and baking 


- supplies; oven outside 


Slugs Tavern—Merchants selling alcohol; brew barrel outside 


. Market View/Gambel's Greens— Merchant selling potions and crystals 
. Cobbler Farlain—Merchants selling shoes and bags; kiln and pottery wheel 


Mrak's House—Merchant outside who sells various weapons 


. Ungia and Putad—Two Ogres who sell all blacksmithing books, large 


chainmail patterns, weapon part molds, file molds and other molds 


. Hard Shell—Armor shop selling large chainmail armor; forge outside 
. Pig Stickers—Merchants selling various weapons; forge outside 
. Building with secret entrance to Underground and Troll NPC 


Restin' Caves—Empty area 

Hold of the Brutes—Neriak overlook 

Bull's Pit—PvP area; merchants selling food and other goods and alcohol 
Bites n' Pieces—Merchants selling food items and other goods; oven outside 
Shinie Tings—Merchant selling jewelry metals and rare gems 


NERIAK 3RD GATE 


Appendix: F Maps 


To NERIAK 
COMMONS 


^ 


1. Spires of Innoruuk—Cleric Guild; merchants 
selling blunt weapons; Fulligran’s Soulstone 
2. Lodge of the Dead—Necromancer and 
Shadow Knight Guild; merchants selling 
appropriate equipment for these classes 
3. The Library of K’Lorn—Merchants selling 
various spells, including Wizard Portal spells, 
Enchanter Vision and Enchant Metal spells, 
and Magician Summon spells 
4. Furrier Royale—Merchant selling small 
leather armor, patterns and kit 
Hall of the Ebon Mask—Rogue Guild 
6. The Maiden’s Fancy—Merchants selling 
alcohol; brew barrel inside; also has Dark Elf 
Ambassador and Ironforge prisoner 
7. The Bauble—Merchant selling gems for 
jewelcraft 
8. Cuisine Excelsior—Merchants selling alcohol; 
oven outside 
9. The Rack—Merchant selling wine 
10. The Villa Tragic—Tier’Dal Forge inside; 
merchant outside selling small plate and 
shield molds 
11. X'Lottl Private Mansion 
12. J'Narus Private Mansion 


un 


Bank in Neriak Commons 

l Cleric Guild 

2. Necromancer/Shadow Knight Guild 
5. Rogue Guild 


QVEST LOCATOR 


Where Who What 
3  Lokar ToBiath Red wine for Lokar 
2  Noxhil V'Sek 10 Fire Beetle Eyes 
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NORTHERN DESERT OF RO 


COMMONLANDS | 


To OASIS oF 


TO EAST 
FREEPORT 


— MÁBR t 


-1000 


4000 


-1000 


1. Inn with thimble and needle molds, large 
sewing kit, food and alcohol 

2. Empty huts 

3. Fishing village selling fishing supplies 

4. Buried pyramid (the platform) 

5. Dervish camp with Dorn B'Dynn— 
(Derv Camp 1) 

6. Haunted ruins 

7. Dervish camp—(Derv Camp 2) 

8. Ruins 

9. Temple 

10. Dervish camp—(Derv Camp 3) 

ll Pillar 

12. Pillar 

13. Ruins 

14. Dock with boat to Iceclad Ocean 


GUILD AND 
BANK LOCATOR 


No guilds or bank in this zone 


oes r Ma p. €——— 


1000 800 600 400 200 0 -200 -400 


-200 


To FEEROTT 


= 


Greenblood Rock—Shaman Guild, merchant selling spell components G U I LE D A^ N D 


2. Ambassador K'Ryn 
3. Merchant Brana—Selling blunt weapons and large chainmail patterns; 
Oagok Forge BANK LOCATOR 
4. Merchant Sinsaal—Selling food and other goods; pottery wheel and kiln l. Shaman Guild 
5. Merchant Uoola—Selling large boots; loom 13. Shadow Knight Guild 
6. Gropp's Guards—Merchant selling large shields 1 6. Shaman trainer 
7. Cikoona's Hack, Bash, n' Jab—Merchant selling various weapons 18. Warrior Guild 
8. Boxtripper's—Merchant selling boxes f 


9. Priest of Discord 


d Citadel of Praak—Merchant selling arrows and fletching supplies Q V E $T LO C ATO R 


. The Welcome Matt—Merchant selling food and other goods 


12. The Ded End—Merchants selling food; oven Where Who What 
13. Murdunk's Palace—Shadow Knight Guild, merchant selling 13  Grevak Two Lizard Man Shaman 
various weapons dolls or 4 Lizard Man tails 
]4. Lether Armer—Merchants selling large leather and cloth armor ]  Marda Froglok eye necklace (after 
15. Metil Armer—Merchants selling large chain and plate armor; merchant Grevak's quest) 
outside sells large plate and shield molds and smithy hammers; forge inside 18  Horgus Lizard tails 


16. The Humidor—Shaman trainer; merchants selling alchemy items and 
blunt weapons 

17. Death's Rain/Clurg's—Merchants selling food and alcohol; brew barrel 

18. Fortress Craknek—Warrior Guild; merchant selling various weapons 

19. Oggok's Keep—Bank 
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500 400 


Darkglow Palace 

Athenaeum Necromantia—Library 

Fortunes’ Fancy—Merchant selling jewelry metals and rare gems 

Tabernacle of Terror—Cleric Guild 

Merchants selling chain mail armor and blunt weapons 

Merchants selling shields and blunt weapons 

False Idols—Merchant with pottery supplies, clay, and ore; kiln inside 

The Final Reckoning—Bank 

Shackled Spirits/Dancing Skeletons—Merchant selling alcohol; brew 

barrel inside; inn upstairs 

10. Superior Supplies/Poison Petal (top floor)—Merchants selling food 
and other goods and alchemy supplies 

ll. Sinfully Handsome—Merchants selling cloth and leather armor; loom 

12. Good Iva’s Tasty Treats—Merchants selling food and cooking supplies; 
oven inside 

13. The Abbatoir—Necromancer Guild 

14. The Fell Blade—Shadow Knight Guild; merchants selling leather armor 
and two-handed slashing weapons 

15. Merchant selling plate armor; forge and Erud Forge inside 

16. PvP area 

17. Observatory 


30 96 n uui de VO ND 
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FOREST 


2 


/-500 


GUILD AND BANK 


LOCATOR 


4. Cleric Guild 

8. Bank 

13. Necromancer Guild 
14. Shadow Knight Guild 


What 

Delivery 

Kobold molars 

Bat wing, snake 

egg, rat ear, beetle eye 


Who 
13 Antus Shelbra 

1 Royal Guard Lilkus 
14 Davorre Bloodthorn 
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GVILD AND 
BANK LOCATOR 


No guilds or bank in this zone 
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Qo 
£5 


8b. 
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Spawn area for Vin Moltor 

Various NPCs appear here 

Undead Knight who drops Limestone Ring 

Bloated alligator who drops Alligator Egg 

Injured rat who drops Alligator Tooth Earring 

Mercenaries with Shady Mercenary who drops thick black Cape 
Drosco the Zombie and nesting rat who drops Golden Locket 
Temple of Bertoxxulous 


. Enchanter, Magician, and Shadow Knight trainers; 


banker; merchants selling spells and weapons 
Warrior, Wizard, and Necromancer trainers, merchants 
selling Necromancer spells and equipment 


. Shadow Knight and Cleric trainers 
. Sewer sentinels 


Cuburt spawn area 
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-200 


-100 


. Frogloks 


Injured brigand 

Exhausted guard 

Shark pool 

Smuggler camps 

Various NPCs spawn here 

Thug camp 

Exit to secret entrance in newbie area of North Qeynos 

Exit to pool between Crow's Nest and Monk Guild in 

North Qeynos 

Exit to Rogue Guild in North Qeynos; pits fall into Area #14 


. Exit to water by Magic Users Guild in South Qeynos 
. Exit to hidden entrance beneath Grounds of Fate 
. Exit to water near the bank 


Exit to water in the bay near docks 
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GUILD AND BANK 
LOCATOR 


Bank in North Freeport 

8a. Enchanter, Magician, and Shadow Knight trainers 
8b. Warrior, Wizard, and Necromancer trainers 

8c. Shadow Knight and Cleric trainers 


1000 0 
TO SUREFALL GLADE . 


$ 
i 
‘AUN 


. The Millers’ Fire 

. The Haunted Ruins 

. Barbarian fishermen 

. Hut that sells blacksmithing books, medium 


armor molds, sectional molds, and other smithing 
molds, sheet metal 
5. Guard tower 


4000 — 


«E To 
BLACKBURROW 


3000 


GUILD AND 
BANK LOCATOR 


No guilds or bank in this zone 


cessor 


2000 
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400 200 


GVILD AND BANK LOCATOR 


Bank in South Qeynos 

1. Monk Guild 

4. Secret tunnel to Thieves Guild 
12. Cleric/Paladin trainers 


OVEST LOCATOR 


Where Who 
Top floor of east gate tower Guard Elron 
6 (outside) Nerissa Clothspinner 


ll Priestess Caulria 
5 Sneed Galliway 
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What 

Find a missing girl 
Note delivery 
Diseased wolf pelt 
Pest control 


Order of the Silent Fist—Monk Guild, merchant 
who sells Monk weapons, bags, and bandages 
Klicnik Tunnel—Leads to Qeynos Catacombs 
Reflecting Pond—Tunnel leads to Qeynos 
Catacombs 

Crow's Pub & Casino—Merchant selling alcohol; 
brew barrel; secret tunnel to Rogue Guild 

Sneed Galliway's Trading Post—Merchants selling 
food and other goods; Priest of Discord outside 
Ironforge's—Merchants selling sharp weapons, 
medicine bags, and weapon molds; forge out back 


7. Jewelbox—Merchants selling jewelry supplies 


(metals and gems) 


8. Ironforges' Estate 


. Merchants selling medium cloth armor and medium 


chainmail molds 

The Cobbler—Merchant selling boots of all types 
Temple of Life Repository—Merchants selling blunt 
weapons and Cleric/Paladin spells 

Teleport to Temple of Life—Cleric and Paladin 
trainers throughout area 


Appendix: r 


Maps 


1l. 


12. 


0 To NortH 220 


NOS - 


Tin Soldier—Forge outside; merchants selling medium 
chain armor and full plate molds 

The Wind Spirit's Song—Bard Guild; merchants selling 
Bard songs and various weapons 

Fhara's Leather & Thread—Merchant selling medium 
leather armor and small sewing kit and patterns 


. Bag n' Barrel—Merchants selling bags; pottery wheel and 


kiln out back 


. Nesiff's Wooden Weapons—Merchants selling blunt 


weapons, bows; outside merchant selling fletching supplies 
(arrows); Royal Qeynos Forge nearby 

Lion's Mane Inn—Merchants selling alcohol; brew barrel; 
message board 

Tax Hall 

Qeynos Hold—Bank 

South Pond and Aqueduct—Underwater tunnel to Qeynos 
Catacombs 

The Herb Jar—Merchants selling spells, potions, books, 
crystals, and Magician equipment 

Hall of Sorcery—Wizard, Enchanter, and Magician Guild; 
merchants selling spells and Wizard equipment; outside 
Wizard, Enchanter, and Magician trainers 

Tent merchants selling small leather and ringmail armor 
and medium cloth armor; loom nearby 


. Arena Marketplace—Tent merchants selling cloth armor, small 


. Hall of Steel—Warrior Guild inside the Grounds of Fate (PvP 


. Ocean Inlet—Underwater tunnel to Qeynos Catacombs 
. Fish Market—Merchant selling instrument parts, spells, compass, 
. Voleen's Fine Baked Goods—Merchants selling food, brewing 


. Fish's Ale—Merchants selling alcohol; brew barrel inside; 


. The Royal Qeynos Forge is next to the Clock Tower 


GUILD AND 
BANK LOCATOR 


Bank in North Felwithe 
2. Bard Guild 

8. Bank 

ll. Magician/Enchanter/Wizard Guild 
18. Warrior Guild 
Paladin/Cleric trainers 


QVEST LOCATOR 


Where Who What 
2 Jusean Delivery 

Evanesque 

10 Caleah Rat whiskers, beetle 
Herblender eye, bat fur 

18 Captain Tillin Gnoll fangs from 

Blackburrow Gnolls 
24  Wolten Grafe Six Bone Chips 


Fireprides—Merchants selling medium plate, chain and leather 
armor and shields, shield molds; forge outside 

Tent merchant selling large leather and ringmail armor and 
large shields 

The North Dock— Boat dock 

Mermaid's Lure—Merchant selling fishing supplies 


sewing kits, bags, axes, and sharp weapons (including claymores) 


Area); merchant selling various weapons; underground tunnel leads 
to Qeynos Catacombs (follow the bones) 


Port Authority 

and fish 

supplies, some baking supplies; oven inside 
message board 


Temple of Thunder—Paladin and Cleric trainers, merchants 
selling spells, various weapons, and shields of all sizes 
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0 -200 


To MisTY 
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GUILD AND 
BANK LOCATOR 


6. Warrior Guild 
6. Bank 

9. Rogue Guild 
13. Druid Guild 
16. Cleric Guild 


QVE$T LOCATOR 


Where Who What 
13 (outside) Uner Gnarltrunk Debt collection 
6 Sheriff Roglio Runnyeye warbeads 
13 Ilscent Tagglefoot Jumjum juice delivery 
9  Toelina Snuckery Recover a lost pouch 
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-400 -600 


TO KITHICOR 
FOREST 


North Village—Pottery wheel and kiln 


. Nyla Gubbin's House 
. The Wheelhouse—Merchants selling bags and fishing supplies 


Weary Foot Rest—Inn 


. Vale Forge 
. Guardian Stronghold— Bank; Guardians of the Vale—Warrior Guild; 


merchants selling various weapons 


. Bobick's Boats—Merchants selling food and other goods, 


fishing supplies 


. Priest of Discord 

. Fool's Gold—Rogue Guild; merchants selling alcohol; brew barrel 

. Merchant selling cloth armor; brew barrel and loom 

. Kizzie's Jum Shack—Merchants selling potions and crystals 

. Kevlin's Gear—Merchant selling leather armor and patterns outside; 


small chain armor and small chain armor patterns 


. Tagglefoot Farm— Druid Guild with merchants selling veggies; forge 


and oven outside 


. The South Village— Pottery wheel and oven 
. Merchant selling potions and crystals 
. The Chapel of Mischief—Cleric Guild with merchants selling 


blunt weapons 
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STEAMFONT MOUNTAINS 


2000 


. TO AK’ANON 


1. Kobold camp 
2. The observers 
3. Haunted ruins of Giant Clockwork Machine 
4. The Windmills of Steamfont, several observers as well as merchants who sell ore, 
medium-quality ore, dye materials, sharpening stones, clay, and tinkering equipment 
5. Kobold camp 
6. Druid Stone Ring with Druid selling spells 
7. Merchant selling sewing supplies, including large sewing kit, how-to's, and 
needle and thimble molds 
8. Merchant selling small armor molds 
9. Merchant selling cookie molds 
10. Merchant selling food and other goods 
ll. Merchants selling cooking supplies and gems for jewelry 
12. Dragon Bones with Skeletons 
13. Merchant selling poison 


GVILD AND 
BANK LOCATOR 


No guilds or bank in this zone 
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200 0 


GUILD AND 
BANK LOCATOR 


No bank in this zone 
2,3. Ranger trainers 
4. Ranger guildmaster 
7. Druid trainer 
8. Druid guildmaster 


|| primagames.com 


-400 : 1. Caves filled with bears and 
: mammoth 
2. Ranger trainer 
3. Archery range with Ranger trainer and 
merchant who sells arrow-making 
supplies 
4. Ranger Hall with Ranger guildmaster 
and Bard 
5. Shop with Ranger trainer and merchants 
who sell bow-making supplies, bows, 
throwing weapons, spells, sharp 
weapons, food and other goods 
Merchant selling basic smithing molds 
Jaggedpine Treefolk—Druid trainer 
and merchants who sell arrow-making 
supplies, Druid weapons, spells, food and 
other goods 
8. Druid guildmaster 


S39 


QVEST LOCATOR 


Where Who What 
8  Gerael Woodone Flask delivery 
8 (outside)  Corun Finisc Skulking Gnoll paw or pieces of broken crook 
7 Vesteri Nomanoi Note delivery to Qeynos 
4  Gillarian Naelev Heads of poachers 
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GVILD AND BANK LOCATOR 


No guilds or bank in this zone 
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4000 
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Empty tower 

Cabilis Outpost Ruins—Merchants selling patch hide 
armor, newbie weapons, survival gear, and food items 
Outcast Iksar camp 

Outcast Iksar hideout 

Froglok temple 

Frogtown—Froglok Village 

The Ramp—Only entrance to Froglok Village 
Haunted ruins 
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2000 


4 | primagames.com 


GVILD AND - 


BANK LOCATOR : 
No guilds or bank in this zone E 
6. 

7. 

8 

9 

10. 

Tl. 


1000 0 
To ERUDIN ¢ | 


2000 


~ 1000 


_ E -1000 


To NECROMANCER 
i CITY d 


Wizard hut—Books including On Languages and Lexicon, also throwing daggers and 
blacksmithing books and molds 

Bags 

Enchanter's hut—Books, tiny daggers, gems, gold robes, also cooking supplies 
Magician's hut—Books, gems/components, blue robes 

Druid Ring—NPC selling the Succor and Circle Of spells 

Abandoned Necromancer's hut 

Western dock 

Kobold camp 


. Teleportation circle 


Kobold camp 
Rungupp 
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G V l L D A N D Diseased room with Muglwump who drops Cast Iron Stein, Midnight Sea Mail 
Coat, Uliorn's Fishing Pole, Soiled Evoker's Robe, Etched Chitin Shield, Helm of the 
B A N K LO C ATO R Ridossan, and Violet Flame Lantern 
Meets vá 2. Kitchen with Foodmaster Rargnar who drops BBQ Erudite steaks and Smithy 
7. Trainer Daxgrr Rrarrgin who drops Large Empty Crate and Yee Auld Ball Peen Hammer 
3. Batling Caves with Krode the Diviner who drops Krode's Shawl 
4. Room with Lorekeeper Roggik who drops Globe of Everburning Flame 
5. Room with Warlord Drrig who drops Blood Crusted Two Handed Sword; secret 
one-way pit to Batling Caves 
6. Prince's room with Prince Gragnor who drops Bracer of the Forlorn, Shield of the 
Forlorn, Cloak of the Forlorn, and Bamboo Splint Coat 
7. Training room with Trainer Daxgrr 
8. Hallway with Jailor Mkrarrg who drops Bronze Shackle Keys 
9. Rat room with Packmaster Dledsh who drops Packmaster's Whip and Filth 
Covered Boots 
10. Prison area 
ll. Throne room with High Shaman Drogik who drops Runed Bokken, Globe of 
Everburning Flame, and Old Cold Iron Necklace and King Gragnor who drops 
Forlorn Naginata, Scepter of the Forlorn, and Crown of the Forlorn 
12. Room with Huntmaster Furgrl who drops Forlorn Bow and Forlorn Arrow 
13. Bat room with Cave Bat Lord who drops Azzar's Dreadful Hat 
14. Room with Mighty Bear Paw who drops Bear Paw's Pelt 
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Goblin fort with Pit Fighter Dob 

Hut with Goblins 

Hut with outcast Iksar 

Hut with outcast Iksar 

Hut with Goblins 

Hut with Goblins 

Hut with Goblins 

Forest Giant hut 

Hut with outcast Iksar and Iksar Bandit Lord who drops Bracer of Scavenging 
10. Bandit Lake—Lake surrounded by outcast Iksar 

11. Hut with outcast Iksar 
12. Forest Giant fort 
13. Cabilis Outpost Ruins—Merchants selling patch hide armor, newbie weapons, food 

items, and survival gear 
A. Tunnels to Dalnir 
B. Iksar Tunnels that eventually lead to Lake of Ill Omen 


GVILD AND 
BANK LOCATOR 


No guilds or bank in this zone 
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More Than 
Just Strategy 


Strategu: 


Over 250 Fast Track Guides with many 
more to come — new online strategy 
every week. 


STRATEGY, 
GUIDES 


Fast Track Guides 


e © Perfect Dark 


Space Channe 


Everquest 


News: 


E A daily digest of game industry 
news — our news area is the 
best place to start if you want 
to know what's new in games. 


Syphon Filter ; 


Tomb Raider 


" Game Worlds: 


Our Game Worlds are dedicated 
to the most popular games 

and supported by our wealth 

of Fan Site Affiliates. 


The Sims 
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including new, Zone e maps 
— — — 
never, before in print! 


Covers strategy for newbies 
up to level 10 


Strategies for encounters and 
combat with friends, adversaries, 
and creatures 


Character creation 
and roleplaying basics 


Weapons, armor, items, 
and spell information 


Solo play and group tactics 


Etiquette, commands, jargon, 
emotes, and other online tips 
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VERANT 


SONY ONLINE 
ENTERTAINMENT 


EverQuest and You're in Our World Now are 

registered trademarks and The Ruins of Kunark 

and The Scars of Velious are trademarks of Sony 

Computer Entertainment America Inc. Verant 

Interactive and Verant Interactive logo xe 

trademarks of Verant Interactive, Inc. © 2001 

Sony Computer Entertainment America Inc. y 
All other trademarks are properties of their y 
respective owners. All rights reserved. 
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